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PREFACE

The lessons in this notebook were spacially designed for the BONST Projact
(Bringing Out Head Start Talents) at the University of Illinois through a grant
from the U.S. Department of llealth and Human Saervices during 1985-1985.

The activities are suitable for use with all children of preachool age who would
bepefit from learning to think in new and more sophisticated ways. Children
will find the activities fun and challenging and will learn through practice

to improve their problem solving, creativity, and evaluative skills.

Three kinds of thinking processes are highlighted in thaese lensons:
(1) dotective thinking or using clues to find the single right answer,
(2) inventor chinking or brainstorming lots of answars to a tingle quantion,
and (3) judge lessons or evaluating options to make careful decisions., These
three kinds of thinking are drawn from J. P, Guilford's Structure of the
Intellect model and ware chosen because of their importance to our everyday
life and because they are too often neglected in classroom programs.,

Each of the three kinds of thinking has a mascot or animal character
vwhose pinture appears on those lessons. The mascots characterize cach of tha
three kinds of thinking., They each perform their own brand of thinking in
their work of an inventor, detective, or judge, and they all have cerrain
personality traits that make them goud at what they do. TFor each of the three
typas of thinking, a astory and a large pictura will help tha children learn
about and identify with the character. Each character also has a particular
gasture they use when they are getting ready to perform their own thinking
process. The children should also use thesa gastures to remind them both of the
character and of the kind of thinking expected in the lesson.

For each of the three kinds of lessons, a format has been used which remains
basically the same throughout all the lessons using that type of thinking, so
that once you and the children get used to doing the first few lessons, the
others within that thinking area will be very easy to follow.

Each of the lessons 1is divided into four sections. The first part of GOAL
describes what the children will do in the lesson. MATERIALS includes a list
of all the items you will need to teach the lesson. STEPS is a description of
how to carry out the activity. An outline of the procedure appears on the
left-hand side of the page, while sample dialogue (in italics) and more detail
is provided on the right. The last section of the lesson, called LESSONS FOR
ANOTHER DAY, includes ideas for follow-up lessons using some of the same ideas.
These are intended to be am important part of each lesson by providing nceded
reinforcement and further practice of the skills introduced in the main lesson.

The lessons cover a variety of different curriculum arcas and can be adapted
to several different teaching units. Please feel free to apply the thinking
processes to other content you are teaching. Hopefully, after you have used
these lessons with the children, you will be able to think up activities of your
own which use each of these thinking processes.

These lessons offer you and the children something new--activities that
emphasize how children process information. They are designed to help children
think in more productive and sophisticated ways. Many of us are aware of our
tendency when teaching to think for children--to ask them to parrot back what
we want them to learn. These activities will help children to think for
themselves. By allowing children to practice different kinds of thinking
skills, we can give children the opportunity to develop the ability to use

O "eir minds in productive and creative ways.
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Introduction to Detective lLessons

In detective thinking, there is one and only one right ansver that

we arrive at by putting together saveral pleces of information, It is
gimilar to the kind of thinking that detectives might do, when after
gathering all the elves, they finally hive a moment of insight and fig~
ure out what really happened. When we realize the correct ansver

to a detective problem, we may fael like saying, “Ah hah! 1've got {¢I“
We have taken a lo¢ of saemingly disconnected or baffling pleces of
information and finally seen the conneection that makes it all make
sense,

To think in this apecial vay, children nued to examine all the elues and
then organize and raorganize the information in their heads before
arciving at a solution. It {s important that children realize that the
right anawver may not come immediately, We need to help children with
the task of pondering-~patiently conpaidering all the informatiap

that is known and continuing to concentrate and wonder about the right
answar until it comes.

Delores Detective symbolizes the kind of thinking that is used in

thesa lessons. By identifying with Delores and by putting on their
imaginary detective badgea, the children can prepare themselves to think
in this spacial way. By mentioning Delores and reminding them of

how she aolves problems, you can let the childran know wvhat kind of
thinking is expected during taese activities.

Dalores haa certain qualities tihat make her a vary clever detective,

She's careful about examining all the available cluas., She's patient
about not jumping to the wrong conclusion. Even vhen she is baffled

and doesn't know the ansver, she hangs in there, pondering the question
over and over in har mind. Once Delores has the scent, she'll keep think-
ing until she finds the solution to the mystery.

Children can learn to be better problem solvers by practicing detective
thinking. The patience and thoughtfulness required by this type of think-
ing will be helpful to children throughout their lives. Examples of
detective thinking include solving mathematical and scientific questions,
ansvering riddles, and figuring out the solutions to many evaeryday
dilemmas. Whenever children will need to find the single right anawer

to a complex problem, they will need to use the skills of a detactive.

By developing these skills in young children, we can help them improve
thelr strategies for finding answers even when confronted with confusing
and difficult situations.

U



A STORY ABOUY

DELORES DETECTIVE

Today we are 2oing to smsat Daloves Datsctive, A deteciive is a peraan
who finds the very best ansver (o a wyatery by looking for cluyes,
Delores must be very aly and clever when she is solving 4 mystery,

She has to pay very close attention and thiuk vory hard, (Shov the
picture of Dolores Detective,)

khen Delores 1o looking for elues, this is the vay she puts on her

coat, turns up her collar, and pins on her detective badge (DEMONSVRATE).
Now do it with e, Let's put on our coats, turn up our collara, amd

put on our deteetive badges, Now wa're ready to help Delores find

the very best answer by looking for elues,

One morning Delores let her dog out, but when she opened the door to
let him back inside, he was gone from the yard. 3o she put on har
coat, turned up her collar, pinned on her detective badge, and said:
"Oh, my ears and nose, it's a mystery, Let's look for olyes,"

dhe valked over to the fence, “Ahal" Doelores said te herself, “Clue
number onel” Down at the bottom of the fence vas some hair. Delores
took out her magnifying glasa and looked elosely at the hair. Just

as she had thought-=it was dog hair! Then she saw clue nunber tuo!

a hole right under the fence. The hole leoked big enough for her deg
to it in and to slide right under the fence, Just then, she heard
clue number threa--Delores heard the seund of someone drinking watar,
Deloras loohed ovar the fence, and who do you think she saw? Yas,

her dog was in the neighbor's yard, drinking water out of the svimming
pool.,

Deloresn was very proud of heraself for being such a good detective and
finding the vary bast anawer. By looking for clues and paying close
attantlon, she had solved the mystery of the niassing dog.



TEACHING SRILLS FOR DETECTIVE LEdSONS

Skills

1, Gather all fecessary saterials before  Make aufe materidla afe Within easy
begianing, Feach, You might want ta put ohisctrs in
a box ar large bhag,

2, Ude materiala that are familiar 1o Shov any potentially uynfamiliar matarials
the childyen, £9 the ehildren before the lessnn, Subs

stitute simllar materials when pecessary
if suggested matevials are unavailabvle,

3, Het the activity up su all can aco Bemove any potential distractions, He
and hear, sure 1o have the ehildren's attention
before the lesson starts.
%, Presenr the activity with ialegest 58 3 dramatic tone of vaies when yau
and enthuaiase, tell the childrep to bs detcaripas, Aet

mysterious, perhaps vhiaspering, at
appropriate times,

3. Use a buar phpase so the children Lot the ehildren knpow how they will Ye
know vhat's expected of them. invalvad in the activity., 7 wame you 2o

be doteatives., Have the children put on
their pretend detective badges.

6. Give a general clue fiyat; give For example, 3 general elue== J'm thiinwing
move apecifle clues ay peeded, of @ farm enfmal,,, (payse for ansvers)

4 more apecific clue=-ie ger =ilk rfpom
i2... (pause); an even more specific
clue==J2 2aya, moo... (pause): 2 vary
specific clue--Jo {2 g tizep op a oo’

7. Give the children time to think Even 1f you think some children already
about gach c¢lue, knov the anaver, wait a fev seconds
bafore calling on a child, Consider
rapeating or revording the clue 50 that
. more children will have tisme to think of
the ansver,
8. Praise the child for the correct Be specific in your praise: VYers good)
answer. I vz talxing abous a oow! You're
» S——
9. Acknovledge a thoughtful response Tor example, [haz'as 2 jood anaver, b
even i{ {t i{s incorrect. t3'2 nor the one I'm :%inkiﬁg 55 Thinx
cbour £t 2zain,
10. Encoursge the child to vait untf® Discourage children from shoyting out the
called on to answver, answars to detective lessons since

"slower" thinkers may give up thinking
once they hear an answver.

10
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(Teaching SkIlYs Faf Detsctive losasns, Cant'd,)
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HGHEL BETECTIVE idson
ThEe Ca38e af fhe Farntonified (hiccia

o

e

i

To pane the object that §s belng deseribed thrugh pait omlie,

PAZERIALS

e & gy

Al} naterials shoyld e famidiar 1o the W3 ddren,

af possaible shisctat

plastic shavs] and pay)
valering can

balloon (unblown)

paiat brush

pair of wittens

towel

salt and pepper shakers
erayon

tolling pin

$0Xa10 mashe¥ oF pecier

1. Gather marerials,

2. Prepare the children to
Ye detectiven.

J. Give the first zlue by
pantoniming the abjecc's
isa,

. Praise the ehild for
a theughtful anaver,

Taliowlsg 38 4 Lpat

tay aitplane
hasthruse
bag of hloeks

SEYEIFT gun
shoe

Yelt

small pillovw

Have all objects that! you plaa to use §n
3 large box withia eaey reach, Strast
aut by placing five ifems ah tha table,

Tedd the children, J winy you %2 Lo
Joteatives, totroduse the detective
picture. J'Il give yew 3 eluel I'i0
Frezend 1o use eme of these thivga, Xow
Pul on pour Jetearive bodge, Jee 17 Lou
o gweds vhieh ids » J'm rpcrenting 15
use,

Standing =0 that es2h child In the grous
€an clearly see y»»2y, pretend to use one
of the objectn. 1ar svample, you might
pretend to bdlow up a balloen, Then ecall
an 3 thild to rame the {tem that you just
pretended to use,

1 the -hild anmwers correctly, prajse him
for be’ ¢ a 2004 detective; proceed to
Step 6, If (he child gives an incorrect
ansver, tell hin, TA3r's 2 2008 gucse,
but fr'3 mer the ome I'm thinking a7,

12
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(Pantomimed Objects, cont'd)

5. 1If riddle is not solved, This is the time to give additional clues.
give more specific You might first want to repeat the
clues. pantomime; then, if necessary, give
verbal clues (the object's shape,
color, etc.), one at a time, until the
correct answer is given.

6. Get the group involved. I pretended to blow up a balloon. HNow
let's all pretend to do that. Praise
the children for their actions, then go
on to the next object.

7. Repeat the task; use Before pretersing to use the next object,
other objects, same you will want to again have five objects
methods. szt out, ' (Some of these may be objects

that were alrezly used). Pretend to use
one. If the correct answer is not given,
repeat the pantomime, then give one
additional clue at a time until the child
correctly responds. Encourage the entire
group to pretend to use the object.

Continue this way until several objects have
been pantomimed and labeled.

LESSONS FOR ANOTHER DAY:

- Call on one child to stand in front of the group and to pretend to
use one of the objects, If the children need more clues, help the
child give them—-(What color is the thing you're pretending to use?).
The child who correctly identifies the object can then get up and
pantomime the use of another object.

- Have pictures of common kitchen utensils, articles of clothing,
tools, or toys cut out from catalogs. Give each child a picture;
then call on one child to pretend to use the object, following the
above methods.

- Have several objects set out. Ask one child to close his eyes and
put his head down. Hold up an object so the rest of the class sees
it, then set it back down. When the child opens his eyes; all the
other children can pretend to use the object that you held up.

Can the child who had his eyes closed guess which object is being
imitated?




DETECTIVE LESSON
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The Case of the Unknown Objects

GOAL:

To identify an object by using clues which involve one or more of
the five senses (sight, smell, touch, sound, and taste).

MATERIALS:

A pillow case (preferably colored) or a large scarf and a variety of

items which have a distinctive smell.

bottle of cologne
jar of hand cream
can of shaving cream
tube of toothpaste

STEPS:

1.

Set up materials,

Let the children know
what 1is expected.

Give the first clue by
placing an object inside
the pillow case.

Praise the child for
a thoughtful answer,

Suggested items are:

large bar of soap

pepper shaker

bottle of 1liquid soap

bottle of ketchup or mustard

The children should not see the items
before the lesson; have them concealed
in a large bag within your reach., Start
out by placing the pillow case or scarf
on the table.

Tell the children, I want you to be
detectives. Now put on your pretend
detective badges. Lean forward and
whisper softly, A mysterious object will
make its appearance in this pillow case.
See i1f you can guess what the object is
from the clues you get.

Without showing the object to the children,
place it in the pillow case, then place
the pillow case back on the table, taking
care that the outline of the object

can be seen within the folds of the
pillow case. Call on a child to name

the mysterious item.

If the child answers correctly, praise

him for being a good detective; then proceed

to Step 6. If the child gives an
incorrect answer, tell him, That's a zood
answer but you didn't guess what's inside
the pillow case.

1 4
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(Unknown Objects, cont'd)

5. If the object is not Keeping the object hidden inside the
identified, give pillow case, carefully open the bottle
additional clues. " or container. Let each child come up and

smell the object through the pillow case.
Again ask for the object's identity. You
can then, if necessary, let the children
feel the object through the pillow case.
You might also give a verbal clue (for
example, We put this on our tooth brush
every morning.).

6. Get the group involved. After the object has been correctly identified,
take it out of the pillow case. Let the
children pass it around, smelling, and
examining the itenm.

7. Repeat the task, use Put the next item into the pillow case.
other objects, same Call on a child to identify the item by
methods. seeing its shape through the cloth,

Give additional clues as needed, encouraging
the children to smell, feel, or listen

to a description of the object. Continue
until all objects have been identified and
then passed around,

LESSONS FOR ANOTHER DAY:

- When eating different foods, ask the children to guess what ingredients
are inside. Cookies or bread, for example, have several ingredients:
flour, eggs, butter, salc, etc. Can they guess some of these by
seeing, smelling, and tasting the food? Discuss ingredients in
other food; pancakes or waffles; vegetable soup; bread; mayonnaise, etc.

- Repeat the original lesson, this time using objects that make sounds
rather than objects that have smells. Possible objects are drum,
Xylophone, bell, wind-up toy, transistor radio, etc.

wen
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DETECTIVE LESSON

The Mystery of the Clay Imprints

GOAL:

To decide which object in an assortment of objects left an imprint in
clay; to replicate that imprint in another plece of clay.

MATERIALS:
= A generous amount of soft clay or play dough for each child.

- Sets of objects which can make imprints in the clay. Every set
should have aa object for each child in your group. (With a large
group, you might want children to share the objects). Following is
a list of possible objects:

pennies screws
bottle caps buttons
small blocks macaroni
marbles crayon stubs
keys rings from pop-tops on cans
washers
STEPS :
1. Set up materials. Have all objects in the same set in a

separate container (such as a paper cup).
Place all containers in the middle of the
table where the children can see them.

2. Let tha2 children know Tell the children, I want you to be
what is expected. detectives. I'Ll give you a clue:

While your eyes are shut, I'll make a mark
on gomeone's clay. When you open ycur
eyes, I want that person to tell me
what I used to make that merk. WNow get
ready...put on your pretend detective
badges.

3. Give the first clue by Ask the children to close their eyes.
making an imprint, Quickly take one of the objects, pressing
into a child's piece of clay so that a
clear mark is left. WVow open your eyes.
Does your clay have a mark <in it?
What made that mark?

16
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(The Mystery of the Clay Imprints, cont'd)

4. Praise the child for a
thoughtful answer.

5. If the problem is not
solved, give more
specific clues.,

6. Get the group involved.

7. Repeat the task,
use other objects,
same methods.

LESSONS FOR ANOTHER.DAY:

If the child answers correctly, praise
him for being a good detective; proceed
to Step 6. If the child gives an
incorrect answer, tell him, That's a
good guess, let's try it and see.

Ask the child to take the object that he
chose and to make a print with it.
Encourage the other childrea to help

him conclude that he chose the incorrect
object. At this point, you can give
additional clues by pointing out various
characteristics of the work: it is
round or curved. Encourage the child to
look carefully at the different possible
objects and help him compare the shapes,
then to try again by pressing another
object into his clay. Continue until
the child has chosen the correct object.

Tell the children. I used a (bottle eap)
to make that mark. WNow let's all make
the same mark by using (bottle eaps) in
our pieces of clay.

Before making a mark in another child's
plece of clay, ask the group to erase

their marks by squeezing and working the
clay. Then ask the group to close

their eyes again while you make a different
mark in another child's clay. Continue

The same way until each child has had a
mark made in his or her piece of clay.

- Choose one child, ask all others to close their eyes while this
child chooses an object and makes a mark with it in his clay. The
others can then open their eyes and try to replicate the mark in their

own pieces of clay.

- Repeat the original lesson, this time using leaf rubbings instead
of clay imprints. Use a variety of leaves, marking their imprints
with the sides of crayons on lightweight paper.
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DETECTIVE LESSON

Tracking Clues

GOAL:

To use several clues to solve a mystery,

MATERIALS:
- A small paper bag - A box
-~ Three small plastic bags - An apple

Before the lesson, peel and slice the apple. Put the cut-up apple
inside one of the plastic bags, then place it into the box. Put the
seeds from the apple into one of the plastic bags, the peelings into
another; place these two bags into the box, too.

STEPS:

l. Set up materials, Have the box containing the bags next to
you. Be sure the children cannot see
inside the box.

2. Let the children know Tell the children, I want you to be

what is expected. detectives., I'm going to read you a
mystery; I'll also give you some
clues to solve this mystery. If you
know the answer, don't say it until the
end of the story. Tell the children to
put on their pretend detective badges.

3. Begin the story; give Read the following story: Tuler's Dad

the first clue. picked him up from school. They walked to

their apartment building. As they
started to climb the stairs, Tyler
realized he was nungry.

Tyler's Mom always left Tyler a snack.
Each day he tried to guess what the snack
would be. As his Dad unlocked the door,
Tyler came upon the first clue; he
smelled something. This i8 what he
smelled. (Pass the paper bag under each
child's nose so that everyone smells the
apple. Be sure the children do not peek
inside the bag).
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(Tracking Clues, cont'd)

4,

Continue the story, give Tyler went inside his apartment. Just

the second clue. a8 he got outside the kitchen door, he
looked dowm. There, on the floor, he
found the secord clue. (Take out the bag
containing apple seeds; pass it around so
all can sez it).

Conclude the story; Then Tyler found another clue on the

give the final clue. kitchen counter. Jow I know what my snack
i8, said Tyler. This is what he found.
(Pass the bag which has the apple peelings).

Ask for the solution Now, how many of you detectives solved

to the mystery. this rystery? Raise your hand if ycu
know the answer. Let the children
answer; then open the bag which contains
the apple slices. You used the clues to
decide that Tyler's snack is an cpple.
You were good detectives!

LESSONS FOR ANOTHER DAY:

Make a mystery out of different things during the day. For example,
before smack is set out, ask the children to see if they can guess
what it is; then give them clues. On a day that you're having
pudding, set out the spoons and bewls. Ask them to think about what
it could be. Then, tell them you used milk to make it--and that it's
chocolate~flavored.

Read the following mystery one day during story time. (You might want
to use a picture of a girl cut from a magazine and call this girl
Jennifer.)

Everyday the newspaper was deiliverzd to Jennifer's front step.
Yesverday, Jenmifer was playing with blocks when she heard the
thump as the rolled-up newspaper hit the front step. She put her
blocks away, then ran outside to get the newspaper for ner mcm.

Oh no! The newspaper was gome! Where : as it? Jemnifer decided o
look for clues.

First, Jemnifer fourd muddy paw prints cn the pcrch. Then she saw
a little piece of fur caught in the bush in the front o] tne porch.
Then, Jennifer walked to the back of the house.

There she saw Snappy, her dog, lying in Fromt of hia dog house.
When he saw Jennifer, he put his ears back and his head down.

Aha! said Jenmnijer. I tnow where tha newspeper is! Do wou krow
where the rewspaper was?

Solution: 1In the dog house.
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DETECTIVE LESSON

Flying Detectives

GOAL:

17

To find the location that fits a verbzl description

MATERIALS:

=~ a paper airplane for each child

STEPS:

1.

2.

Set up materials.

Let the children know
what is expected.

Give the first general
clue; then give more
specific clues.

Praise the child for
a thoughtful answer.

If the riddle is not
solved, give additional
clues.

Get the group involved.

Have the paper airplanes lined up in
front of you.

Tell cthe children, Today I wart you to ke
flying detectivea. You will each have an
airplane. But planes need special places
called rwways to take off from and to
land on. I will eall on one of you at a
time to find a special rmoway. Now put
on your detective badges and get ready.

Call one child's name--Pilot Mandy, calling
Pilot Mandy. Find a rwoway that looks

like a rectangle. (pause) It has four
legs,

If the child indicates a table, p.aise
him or her for being a good detectivc;
then proceed to Step 6. If the child does
not respond with the correct answer, say,
Listen carefully now. I'll give you
a@tothar clue.

Give more clues by describing the location
in greater detail. For example, Your
rwway i8 made of wood (pause)... we 2a*
gnacks at it .(pause)... it's in the mdlle
of the room. As soon as the child finds
the correct location, let him or her make
the plane take off from there.

Mandy's plane i3 taking off from its
special moway. Now all of you can tare
off from there. Allow the children to
choose planes and to take off from the
same runway. After a few seconds, ask all
pilots to land their planes on Mandy's
rwway.
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(Flying Detectives, cont'd)

7. Repeat the task; use Gather the children together once more;
different runways. then call on another child to find a

hidden runway. The runways wili, of
course, depend on objects in your room--
a chair, a bookcase, the piano, the doll
bed, the casel. Start out with a general
clue (color or shape); then add more
specific clues. Once the runway has been
identified and the pilot has taken off,
let the other children use the same runway
for taking off and landing. Repeat with
several or all of the children in your
group.

LESSONS FOR _ANOTHER DAY:

- Play Plane Crash using just one plane at a time. Call on one child to
crash the plane in a hidden place while the other children have their
eyes closed. Then have the children open their eyes and listen to your
first clue. As they search for the plane, you can give them one
additional clue at a time until the plane is located. Remember to 3tart
with a general clue, such as, It’s wnder gomething green; then give more
specific clues. The child who finds the crashed plane can then be the
one to hide the next one.

- Adapt the activity to a game of Aide and Seek outdoors. Use a small
object, such as a marble. Call on one child to hide it while the
others close their eyes. Then ask them to open their eyes, listen to
the first clue, and begin their search. Give additional clues as needed.

21
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DETECTIVE LESSON

Detecting Special Days

GOAL:

To identify a holiday from picture clues

MATERIALS :

= chalk and a chalkboard (colored chalks are optional)

STEPS:

l. Set up materials. Have a list of clues for each special day
(see Step 5). AaAsk the children to sit
in front of che chalkboard.

2. Let the children know Tell cthe children, I want you zo :e

vhat is expected. deteotivea. Ask them to put on their
pretend deteccive badges. I'm going 2o
give you clues about special dava; I'il
drav pictures on the chalkboard. whenm I
call on you, tell me what special day the
oluss are telling you about. I'll give
you more than one clue for each day.

3. Give the first clue by Going to the chalkboard, draw a symbol

draving the first pictyre, appropriate for a special day. (This
first clue might be appropriate for other
special days, too. For example, for
Christmas, you might draw a picture of a
present with a bow.) Call on a child to
Ldencify the object that you have just
drawn.

4. Give more specific clues. Encourage the children to think of special
days on which they might get a present.
Then draw another clue--for example, a
wreath. After the children label the
wreath, draw one more picture--a Christmas
tree. Then call on a child to identify
the special day. (If necessary, give a
verbal clue--Santa Claus comes on this
day.) Afcter the holiday is identified,
ask the children to name other things
vhich remind them of that day--reindeer,
ornaments, sled, Santa's toy bag, etc.
Then erase the board and draw a piccure
for the next holiday. Continue as above.

22
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(Dateccing Special Days, cont'd)

5. Repeat the task; use Other special days and pictures for these

other pictures and davs are:

wolidays same methods.
~ birthday (present, cake, candle)
- Valentine's Day (flowars, candy, heart)
~ Easter (basket, agg, rabbic)
~ Hanukkah (present, candle holder, top)
~ Halloween (bag, witch's hac,

jack-o~lantern)

Rezesber to pause after each picture so
the children have time to think and to
give verbal clues only if necessary.
Eacourage the children to think of as
many other syobols of these special days
as possible.

LESSONS FOR ANOTHER DAY:

~ Give the children crayons or markers and paper. Ask each child to draw
a picture of things which remind hizm of his favorite holiday or special
day. (Give assistance to any child vho needs it.) Collecr the pictures
and hold up each picture, one at a time; ask the children to {dent(fy
objects and finally to name the special day for that paper.

- Put an assortment of greecing cards representing special days i{n a bag.
Include at least two cards for each holiday and use cards that clearly
suggest special features of a given holiday. Tell the children, Today
we're geing to e holiday mesaengers. wher it ia ¥our tum, put your
hand inrzﬁc bag and take out a eard. Tell us vhich holiday goes with
that card.

23
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DETECTIVE LESSON

The Mysterious Alphabet Machine
GOAL:

To recagnize the initlal sound in his or her name,
MATERIALS:

- A cardboard box with a slot cut in the bottom so that an indax
card can pass through. Above the slot, print cthe words, The
Nysterious Alaphaber Maochime. You may want to decorate the box
vith lightening streaks, ghost outlines, and bats.

- Index cards on vhich you have printed the inicial letter of each
child's name. Make at least three such cards for each child,

STEPS:

l. Set up matertials, Have the box on a table with the open
side facing you and the slot facing the
children. Keep the index cards in a
pile, behind che box.

2. Lot the children know Tell che children, I want you to be
vhat is expected. deteotives. Ask them to put on their

pratend detective badges, You'll hasve
to think very hard today beczuse Dolores
the Deteotive won't be nere to help ua.
Talk about The Mysterious Alphaber
Machine: This machine will make a
sound. Listen carefuily! IT yowr narme
begins with that sound, ralse your iond,
I] you are sorreer, the maohine will
give you the letter that makes thas acurd.

3. Give the first clue Choosc one of the cards and make the
by making a beginning appropriate sound for that lacter. If a
sound, child vhose name begins with that sound

raises his hand, push the card through
the slot from inside the box; tall that
child to take the card. Praise him for
being a good detectiva, then proceed to
stop S.
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(Alphabet Machine, cont'd)
4, If the riddle is not

solved, give addicional
clues,

5. Get che group iavolved,

. Repeat the task; use
other letters, same
methods,

LESSONS FOR ANOTHER DAY:

Remind the childran to listen cavefylly;
repeat the sound, 1If the correct child
still does not raise his hand, start to
push the card through the slot so that
part of the letter shovs, but continue
to hold on tightly., If necessary, let
the entire latter show, but do not let
anyone take the card until the correct
child raises his hand. You might even
have to repeat the sound, then say the
rest of the child's name, Once the
corract child raises his hand, let hin
hold on to the card.

Ask that child to then hold up his card.
Lat's all say the sound. Repeat the
sound with all the children, then lec
the child keep his card,

One by one, go through each of the

index cards., Alvays start with the
inicial sound and give additicnal clues
only as needed., After a particular child
has (dentified a card as his, encourage
the entire group to repeat that sound

as the child holdas up the letter,

- Repeat the above activity, this time using the childran's last nares.
(Before this lesson, you might want to discuss with the children what
their last names are and what the beginning sounds are). .

~ Parsonalize mcil boxes or coat hooks by making cards 2o put on or
above them, Print each child's first name on 3 separate cargd,
making the initial letter larger than the rasc. Ask the childran
to llsten for their deginning sound as you hand out the cards. Lot
tha children decorate their cards with <rayons or magic markers
while you go around to each child, asking Aim or her to repeat
the beginning sound, then help the children tape then to thelir mail

boxes or coat hooks.,
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DETECTIVE LESSON

“ho Anm 1?
GOAL:
{0 recognize one's own dascriprion from verbal clues given Sy a puppet.
NATERIALS:
= A puppzat

= A large mirror (preferably Inll-length)

STEPS:
1. 35et up materials; Ask the chiidren (o line up, opa behind
prepace the zraup, another, in front of the mirror. As
each ¢hild approaches the mirrer, tell
hiz 2o look carefully ac his image.
Point out eyes, hair, clothes, etc.
Then ask that child to go sit down,
epeat this until each child has had
shance to carafully look himself

ovaer., When all children are seated,
intraduce the puppet to the group.

2, Lat the children Then tell the children, "7 want you 20

know what i3 expected. be deteorives. Now put om your pretend
dezzotive badpes.™ Have the puppet zall
the children thar he wants to play a
g3me with them, "I'11 see what kind
of detecrives you really are! I'm
going 10 deseribe ome of you, buz I
wn't a2y your wame. If I'm valking
about you, rmaiee your hand.” Remind
the children to sit quietly unless they
bear their own description,

3. Give the first clue; Have the puppet start out by giving a
than give more speciiic genaral descriprion of a child, For
clues, exanple, "I'm thinking about a girl I

ltka a lot. She hap pres:y owrla,”
Pause f{or a couple of seconds te allew
tha children to think abous the deszrip=
ticn; then have the pupper continue
giving more specific clues, one at a
time, until the child being descrided
raises her hand, (Specific cluas eeuld
be hair color, eye coler, kind of shoes,
clothes, etc.)

P
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(Who Am I? cont'd)

4, Review the clues; Whan a child ralses her hand, ask that
praise the child for child to stand once more in front of
recognizing his/her the mirror. Repeat the clues while
description, the child compares her image to the

puppet's description. Then have the
puppet praise that child for being a
good listener and a good detective.

5. Repeat the task; Then have Mr. Puppet describe another
describe other child., The first clue should be
children, using general, followed by more specific
same method. clues. When the child being described

raises his or her hand, remember to
have that child look in the mirror
while you repeat the clues. Continue
until each child has been described by
the puppet.

LESSONS FOR ANOTHER DAY:

- Divide the children into two-member teams. Hand out crayons or
markers and paper; have each child draw a picture of his partner.
(Go around to each child as he works, giving assistance when
necessary.) Print the name of the child drawn on the back of each
picture; then collect them. Hold up each picture; ask the children
to raise their hands when they see themselves in a picture. Give
additjonal verbal clues as needed.

- If the children in your class have gotten to know each other quite
well, repeat the original lesson. This time have Mr. Puppet include
non-physical descriptions, too. For example, "This child Likes to
elimb. "’ You might also repeat the original lesson after allowing
the children to 'dress up" in costumes or dramatic play clothes.

_R7
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DETECTIVE LESSON

Who Said That?
GOAL:
To name the worker most likely to make a particular statement.
MATERIALS:
- A chair for each child, and one for the teacher.

- Clues for several different community workers (see "Seript for
Workers Talking on the Bus"),

STEPS:

1. Set up materials, Arrange the chair in a straight line,
facing forward, one behind another.
Place your chair at the head of the
line. Ask the children to sit in the
chairs, while you, for the moment,
stand to the side of the chairs. (Be
sure to have your "script" close at
hand.)

2. Let the children know Tell the children, "Let's pretend
what 1s expected. you're detectives again; this time

you're riding on a bus. I'll be the
bus driver. Ready, detectives?
Put your pretend detective badges
on . . . let's go!" Take the driver's
seat; after pretending to drive the
bus for a few seconds, stop suddenly.
Tell the children that the bus has a
flat tire. While it's being fixed,
you want them to listen to other
people on the bus. "Sinee you're good
detectives, I think you'll be able to
guess who these people are. Listen
carefully!"

3. Give the clues for Sitting so that you are now facing the
the first worker by children, read the words spoken by a
reading Part A from worker. For example, the first one is:
the script at the "How long before the tire is fixed?
end of this lesson. I have to get to the office to see

some sick boys and girls." Then call on
a child to identify the worker who just
spoke.

AW
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(Who Said That? cont'd)

4. Praisa the child for If tho child answers corractly, pralse
a thoughtful answer, him for being a good detective; procaed
to Step 6. If the ehild gives an
incorract answer, tell him: "That'e a
good guesa, but I think you nead more

oluaa. "
5. If the riddle is not This is the time to give additional
solved, give more c¢lues:. In this case, tell the child
specific clues., that the person talking uses a stotho-

gscope. If another clue 18 needed, say
that the person also used a thermometer.
If nocessary, give the child a choice
between two workers: "Is 1t a dootor

or a painter?'

6. Repeat the task, Follow the same methods with other
using the acripts workers, Sometimes, the first clue
for other workers, will be enough for a child to idontify

the worker; other t- s, you will neced
to give one or two auditional clues.

Do this until several workers have been
identified, Conclude the activity by
announcing that the tire has been fixed;
pretend to start the bus again, drive
for a few seconds, then tell everyone
that they've finally arrived and it's
time to get off the bus.

LESSONS FOR ANOTHER DAY:

- Play the game again. This time, write the jobs on slips of paper.
Let each child draw one before he or she gets on the bus. Whisper
to each child what he or she will be. Let the child provide the
dialogue for that worker as the others try to identify it. Try
using different workers this time: secretary, teacher, dentist,
bus driver, homemaker, janitor, etc.

- Play charades. Whisper to a child what he or she should be; then
let him or her pretend to be that worker, doing that job. The
other children can guess who the worker is., Let each child have
a turn acting.

29
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Script for Workers Talking on the Bus
for
DETECTIVE LESSON
Who Said That?

"How long bafore the tira is fized? I have to get to tha office

to gee gome giak boys and girle," (Doctor or nurse.) Additional
clues: Thig pergon uses a otethoscope . ., . and gometimes a
tharmomatan,

"Do you think I will get to work on time? I have to put on my
orange wig and my big red nose." (Clown.) Additional clues:
Thie peroon also wears funny looking olothes . . . and makas
people laugh.

"I hope my wife got that part I need for my traotor. I'll have
to get back to work, plowing the field, as goon ag I gat homa,"
(Farmer.) Additional clues: Thig pereon raises gows and pigas

« + + and has a barm,

"I think I dropped my glove on this bus. Can anyone find it?
I need it to play in tonight's game." (Baseball player.)
Additional clues: This person also uses a baseball . . . and a
bat,

"I have to bake sixty loaves of bread and eir hundred cookias
today. I wish we'd get going." (Baker.) Additional clues:
This person also uses bowls when he works . . . and sometimes
pots and pans.

"I hear a giren and see smoke by that house. They're going to
need my help." (Firefighter.) Additional clues: This person
18 good at sliding dowm poles . . . and sometimes drives a big
red truck.

"It looke like those two cars were in an aceident. I'd better
go check it out; they'll need to tell me what happened, "
(Police officer.) Additional clues: This person wears a badge
+ + « and usually wears a blue uniform.

"I hope the tire gets fized soon. I have to get back to work on
the house that I'm building." (Carpenter.) Additional clues:
This person worke with a hammer . . . and a saw.



DETECTIVE LESSON

Animal Imitations

GOAL:

To name the animal that is being imitated.
MATERIALS:

A list of animals chat will be casy to imitate, Suggoested animals
are olephant, monkey, lion, snake, rabbit, horse, bird, frog.

STEPS:

l. Prepare for the laeason. Have your list of animals with you.
Cather the children together and ask
them to sit on the floor.

2. Let the children know Tell the children, "I want you to be

what is expected. detectives.' Encourage them to put

on their pretend detective badges.
"I'm going to choose one of you to
pratend that you're an antmal. You
will have to move Just like that
antmal. The rest of you detectivea
oan guess what animal he (sha) ie
pretending to be,"

3. Ask a child to give the Call a particular child over to you;
others the first clue whisper an animal to that child.
by imitating an animal. Then ask the child to pretend to be
that animal. (At this time the child
should not make any sounds.) Then
call on a child to name the animal
that was imitated.

4. Praise the child for a If the child answers correctly, praise
thoughtful answer. him for being a good detective; proceed
to Step 6. If the child gives an
incorrect answer, tell him: "That's a
good guess, but tt's not the anitmal
that (child's name) is pretending to

be. "
5. 1If the riddle is not This 1s the time for additional clues.
solved, give more Ask the child to repeat the imitationm,
specific clues. this time making the animal's sound.

(Not making a sound could also be a

clue as to which animal is being imitated.) .
If necessary, you could give verbal clues,
one at a time, until the correct answer

is given.
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(Animal Imitations, cont'd)

6. Gat the group involved. "Chria pretended to be an glephant,
Now let'a all pratend to be onae."
Fraise che children for thelr imitations,
then ask them to sit down again, Call
on a different child to come up to you.

7. Repeat the procedura, Whiasper another animal to the next
suggesting other child, Ask the child to imitate this
animals, new animal, firat without making a

sound. 1f more clues are necessary,
ask the child to repeat the imitation
making an appropriate sound; then give
additiona! verbal clues, one at a time,
until cthe child called on corroectly
responds. Encourage tha entire group
to imitate the animal. Continue this
way until several animals have been
imitated and labeled.

LESSONS FOR ANOTHER DAY:

= Do a similar activity using verbal clues for animals that might
be hard to imicate: zebra, giraffe, leopard, goat, chicken, etc.
After the animal you describe has been identified, ask a child to

pretend to be that animal; then ask the rest of the group to join
in.

- Ask the children to imitate inanimate objects: slides, swings,
scissors, chairs, etc.




DETECTIVE LESGON

The Mysterfious Man from lars

GOAL !

To solve riddlas,

MATERIALS:

The list of "Martian Riddles" following this lasson.
STEPS,

1. Prepare for the Have the liat of "Mart{an Riddles" wirh
lasson, you, Gather the childraen together.

2, Let the children know Tall the children, "I want you to be
what s expected, deteotives, " Encourage them to put

on thair pretend detective badges.
"I'm going to tell you a story about
a man from outer space. Hio name was
Marvin, and Marvin came from Mave,
Harvin was hare on garth for two weeka,
and ha saw many astrange thinga. When
he got baok to MNaras, he wanted to taell
the other Martians what he gaw. Th
trouble was that he eouldn't remembey
the strange names that people on earth
called things. Since you're such good
detectivas, let's see if you can listan
to Marvin'a olwes and tall us what ha'a
talking about."

3. Give the first clue Read the first clue in Riddle #l: "The
in the first riddle. firet thing Marvin saw was a great big
red truck.,” Then call on a child to
tell what he thinks Marvin saw,

4, Praise the child for If the child answers correctly, praise
a thoughtful answer., him for being a good detective; proceed
to Step 6. If the child gives an
incorrect answer, tell him: "That'’s a
good guess, but I dom't think that's
what Marvin ie talking about."

5. If the riddle is You might first want to re-read the
not solved, give first clue; then give additional clues,
more specific clues one at a time, until someone guesses the
as needed. correct answer. For example, in Riddle #1,
after re-reading the first clue ("The
first thing Marvin saw was a great big
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(The Mysterious Man from Mars, vont'd)

red teuok"), give an additional clue
("It had a ladder on it and alee a
lwaa"), 1f still no one has guessed
it correctly, give another cluys ("Aa
it weant down the atreet, a very lowd
acrange noise eama out of 1t"),

6. Repeat the task, reading Tell the children about some other
ona clue at a time from places or objects that Marvin saw,
each riddle. uaing each of tha riddles. You might

vant to make up additional riddles;
try to start with a general clue,
then continue with more specifie
cluea until the riddle i{s correctly
solved. Conclude the lesson by
complimenting the children on being
good detactives,

LESSONS FOR ANOTHER DAY:

= Give the children clues about characters in familiar fairy tales
or nursery rhymes. Ask them to tell you who you are deucribing.

= Place a variety of objects in a bag (book, spoon, pencil, scissors,
ball, rock, etc.). Call on one child to describe one of the ftems
in the bag without telling the name of the ftem. Call on another
child to identify the item, then lct that second child describe one
of the objects,
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Martian Riddles
for
DETECTIVE LESSON
Tha Mysterious Man from Mars

L. The firat thing Marvin aaw wae a great big red tmok, "Wias {a
thia?" Marvin thought, . . . It had a ladder on tt and alao a
hoae. + . . Ao 1t went dowm the atreet, a very loud, gerange
notde oama out of {t, (Fire truck)

2. Marvin eaw anothar vehiole coming toward him. Thia one waa
yallow and a lot of ohildren ware riding on ¢, . . . It [inally
otcoped in front of a aohool. . . . The door opanad and many
ohildren came cut holding bookbage and Umohes. (School bus)

3. Next Marvin walked into a big Iuilding that had many tablea,
"What kind of place ts thie?" ke thought. Paople wara attting
at the tables; they were eating and dm'nking. + + « Other people
were walking around oarrying food to the tables. . . . A few
people wore big white aprones and were oooking lots of different
kinda of food. (Restaurant)

he Then Marvin walked into another building, "Now whera am I?" iz
thought. In this butilding, peopla were pushing carts and
putting different kinds of food in the carts. . . . One part of
this building had many vegetablea and fruite; another part had
cang piled up; atill another had loaves of bread stacked on
shelves. . . . Some people lined up their carts while a peraon
belind a counter took tie food out and put it into brown paper
lags. (Grocery store)

5. Hazt Marvin walked into gsome big tents. "Niat kind of place ia
thta?" he wondered. Inside, ha saw the strangast-looking oreatires:
gome had bright red noses and great big feet, some wore alothea
that oparkled; one had a very tall hat. . . . One peraon wao
leading an elephant around; another was riding a horse in a eirele
while another pereon was walking across a thin rope. . . . Thare
were many differeant kinds of animals. (Circus)

6. Just before Marvin went baok to Nars, somathing strange tha: ic
#ad never geen before came down from the aky. It was very cold
and wihite and soft. Do you Xnow what £t was? . . . Some ereatures
were making balls out of it and throwing them at each other. . . .
Thare were some great big machines pushing it out of the wy. (Snow)
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latroductiaon to Inventor Lessons

Inventor thinking is 3L the heart of creativity, {t is similar to whatl we
often call “brainstorming®--coming up with many solutions or answers 10 3
single question. In inventor thinting, there is no right answer, We want
children to think of lots of rasnonses and to feel free to express vary
unusua) or even wacky ideas,

In order to encourage children's creativity, we need to push ehildren for as
many 1deas 35 they ¢3n give us, Even whan they are “all thought out,” we

ask them to come up with just one more idea, Often it is thase Yater responses--
whan the brain is forced to strain--that are the most creative, unique or
ingenfous, At the samo time, while we challenge children to come up with more
and sti1l more ideas, wo lot them know by our words and body language that all
{deas are acceptadble and wil) be valued.

Ivan the Inventor symbolizes the kind of thinking that is used in these lessons,
By fdentifying with Ivan and putting on imaginary inventor's spectacles, the
children can prepare themselves to be inventors. B8y mentioning Ivan and helping
the children prepare to be inventors, you can let the children know what kind of
thinking you are expecting during a given activity,

Ivan has certain qualities that make him a very creative inventor. He is
good at thinking up lots of ideas; he doesn't give up easily. He pushes him-
self for more {dess, and he s especfally proud of his stran?est and most
unexpected responses. lIvan is always ready to surprise people by seeing
things in 3 new and different way,

Children can learn to be more creative by practicing and by being challenged
to produce a variety of answers to a single question. In 3 world that
changes as quickly as ours does, nothing could ba more helpful to a chilg
than to be able to see things in a ot of different ways. By developin? the
creative ability of children, we help them to cope batter with the cha lenges
th:lr 1ives will bring and to tap thetr own potential to solve problems in
unique ways.
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A STORY AbOUT
VAN THE InVENTOR

Yoday | want you to aset anather friend of mipe who haa & Jifferent vey of
thinking, His pane 1s Ivan, and he Likee (@ think up Jote and leta and lots of
different ideas, Ivan in an laventeF which fease (hat he J& good 4t thiskirg up
fdeas and seelng things In 4 nev way, laventors maks up (hinga Lthet may 2ufpEiee
other people, Uhen lvan gets ceady 10 Jo his Inventing, he puts on his special
jnventor spectaclea,., th%y help him think of pev §deas and see thinga In 2
different vay, Bee Ivan's spectacles here In hia pocker==ihey a¥e Jike ole
@lasses., He takes his spectacles out of his pocket and carefully plages 1&&& o
his nose, pulling the frames over his ears, Match hovw | (ake By Inveatar's
spectacles out of nmy packat and place then on ny face (@ﬁﬂ@ﬂﬁ?i&!ﬁ). Sow I'a
ready to sse things differently. Lat's all put on ouf Inventlaf's apsctacles and
get veady to think of lots and lots and lots af ideas and Lo sae thinda io

a nev wvay., Are you all ready to be inventors?

One day lvan the Inventor vas In his laborastory when he potlced an old hattle up
on one of the shelves, "What a neat battle,” exclaimed Ivan, "1 never noticed it
before. Vhat are all the things 1 could do with that bote}e?” Ivan goat out
a pencil and sowme paper and decided to nake 4 lint of all the things he could do
with the intereating looking bottle. But first he renenbered to take cut his
fnventor's spectacles and to place them carefully on his face, Bow he vas ready
to think ef lots of ideas. Ivan vrate on the paper:

Place a flewer in it

Drav a picture of it

Spin it like A tap

Place (t under the vindow to keep (€ open

Blov into it and nake a nolee

Tap it and heatr it dieg

Vse it an 8 candle holder

“Boy oh boy,™ thought lvan, "those are some really good ideas, but 1 bet I could
think of some really Jdifferent cmes. 1 need to see things in a nev way and not
get utuck.” S0 he pushed his glasaes back on his little pig nose (DDMONSTRATL) and
started to write agaime

Put a miniature spaceship in the bottle

Rudb the bottle and see If a genie appears

Make i1t into a rattle with stones inslde

Throv the bottle in the trash

Put some magic potien in it

Cover the bottle with wall paper

Uue it as a rolling pin

Make it into a wall hanging

Make it into a »3il boat

"Boy oh boy,” thought lvan, "my ideas are get:!n: really vacky., 1'n pretty good
at seeing things In a nev vay. One more try!” And he pushed his apecracles up on
his nose and wrote!

Look through the botton of the bottle

See if I can get nmy finger stuck in 1t

Put a message In it and throv it in the azean

Catch a3 11zard to keep iIn I

Put 2 gifc in it for ny mom

“That's 1ct! That's (e!™ Ivan was so happy. He figured out vhat he would use
f?f bottle for——2o wrap his mother's birthday gift. Hov ali he needed o do

O~ to decide vhat the gifc wvas cthat wvould go inside tha bottle, dut he would
C KQ that inventing job tor another day. ,1 0




1.

TEACHING SKILLS FOR INVENTOR LESSONS

Skills

Gather all necessary materials
before beginning,

Set activity up so all can see
and hear.

Present activity with interest
and enthusiasm,

Use a '"buzz phrase" so children
know what's expected of them.

List all the ideas given on a
large sheet of paper or on the
chalkboard.

Listen to and accept all thoughtful
responses.

Avoid making value judgments.
Treat all responses equally.

Pause, read back the list and
ask for additional responses.

41

Hints

Have all items organized and ready
to use: objects for brainstorming;
chalkboard or chart paper for
listing responses.

Be sure there's adequate space for
involvement and that potential
distractions are removed.

Use a varied and dramatic tone of
voice. Children will pick up on
your own interest and enthusiasm.

Let the children know how they will
be involved in the activity.

"Today we're going to be inventors."
Have the children put on their
pretend inventor's spectacles.

Show that each idea is important

by writing it down for all to see.
Repeat each idea as recorded in order

to show .the great variety of ideas given
and to help generate new ones.

Acknowledge all efforts. Phrases
like "I can see you're really
thinking” and "That's an interesting
tdea” give attention to individual
effort. If it's unclear how a
response relates to the problem,

ask the child to explain. "That's
an interesting idea. Tell us how

it will help us golve our problem."

Present the creative thinking task
in asobjective a manner as possible.
Avoid leading questions. The ideas
should be the children's.

Press for as many new and unusual
ideas as possible. Even after all
ideas seem exhausted, ask each to
come up with one more idea.

Phrases like "What's still another
way to do ?" encourage greater
thought and originality.




(Teaching Skills for Inventor Lessons, Cont'd.)

Skills Hints
9. Phrase questions in a different Think of another way to ask the same
way to encourage additional question. Phrases like "Imagine
responses., yourself using at home or
outdoors. In what ways would you
use thie ?" Give more

information that will help stimulate
new ideas.

10. Ask for responses from a Involve as many children in the
majority of the class. brainstorming as possible. Make
eye contact with each and address
specific individuals who m2y need
it. "What's a way you think you
could use this , Ray?"

11. Ask for more information or Encourage children to offer as
detail about responses given. much detail as possible. Phrases
' like "Tell us a little more about
that idea' and ""Give us some more
tnformation." Ask children to think
through their ideas more fully.

12. Summarize the class's Close the lesson by highlighting the
accomplishments. group's main accomplishments.
"In this inventor activity we
found out how many waye you could
. Acknowledge all inventor's
efforts. "You've all worked hard
at being inventors. Good work!"

.&“
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MODEL INVENTOR LESSON

Inventing Different Uses

GOAL:
To list a variety of uses for objects
MATERIALS:

- a familiar object (select on ‘of the following: rope, material scrap,
newspaper, shoebox, cellophane, pipe cleaner, egg carton)

- chalkboard or chart paper, chalk or marker

= paper, crayons or felt pens

STEPS:

l. Gather materials. Have all items organized and ready to
use. Select a familiar object to
introduce. Have a chalkboard or chart
paper nearby.

2. Prepare children to be I'm going to ask you to be inventors

inventors. for this activity. What do I mean by
that word? Pause for responses.
Adapt children's responses when neces-
sary.... A person who creates or thinks
up ideas ... Have everyone put on
their pretend lab coat and take out
their spectacles,

3. Introduce the idea of I'm going to ghow you an object you've
inventing new uses for the seen before. For this activity I
object. want you to invent or tiaink up dif-

ferent ways to use this object--ways
we might not have thought of before.
This is the object. Hold up the ob-
Ject for all to see.

4. Write down ALL the ideas Ok inventors, what are some ways to
given. use this 2 Tell me your

ideas one at a time so we can hear
everyone's idea. I'll write down the
ideas you tell me so we can keep track
of them. As each child offers an idea
write it dowm on the chalkboard or
chart paper so all can see. Accept
all ideas especially unusual or "far
out" ideas and treat each response
equally.
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(Inventing Different Uses, con't.)

5. Read back the list and ask for After children have exhausted their ideas
more ideas. read back the list. Give attention to

the wide variety of ideas given. These
are all good ideas you've thought up.
Push for additional ideas. Phrase the
question in a different way to help gene-
rate new ideas. What are still some other
ways to use this ? Think about
some things you could do with this
at home, at school, playing outdoors.
Allow time for additional responses. En-
courage responses from a majority of the
class. Add these new ideas to the list.
When you've pressed for as many new ideas
as possible, again read back the list.

6. Acknowledge all inventors' Acknowledge the hard work that went into
efforts. the ideas given. ALl of these different
tdeas show what good inventors you are.
Good work!
7. Ask for more information or Now we're going to play a second game
detail. using thes: ideas. I'll read you back

the list again. Choose your Ffavorite
idea. Point to the list of responses.
Don't tell us what it is8. Think about
how you would use the in

that way. One at a time you can come up
and pantomime or act out the idea without
using words. We'll try and guess what
the tdea i8. Allow time for as many to
get involved as possible.

A second variation for encouraging more
detail is to ask children to piclk their
favorite idea to draw. Then ask each

to tell you about his/her picture, en-
couraging each to offer as much detail as
possible.

LESSONS FOR ANOTHER DAY:

- Introduce the activity a second time using an unfamiliar object (see suggestions
under materials). I'm going to show you an object you haven't seen or used
before. You will have to be inventors and think up possible ideas for using
this object. Hold up an unfamiliar object such as a seam ripper, nut-

_cracker, or corkscrew. Continue using above steps.

Lo
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INVENTOR LESSON

Inventing Reasons for Feelings

GOALS:

To list a variety of situations that are associated with different emotions.

MATERIALS:

- Pictures of people showing a range of emotions (pictures are included
following the lesson).

- Chalkboard or chart paper; chalk or pen.

- Paper, crayons or felt pens for each child.

STEPS:

l. Gather materials. Have the emotion pictures, a chalkboard, paper

and crayons within reach.

2. Prepare the children to I'm going to ask you to be inventors for this
be inventors. activity. What does it mean to be an inventor?

Remember our story about Ivan the Inventor ...
pPause for responses. Add to or adapt the children's
answers 1if necessary. d4n inventor is someone who
ereates or thinks up ideas..... Let's get ready to
be inventors. Put on your inventor's spectacles.
Pantomine putting on spectacles.

3. Introduce the idea of This activity has to do with feelings. I'll
inventing reasons for show you a picture of someone having a certain
feelings. feeling. After we decide what the feeling is,

I want you to invent or think up reasons why

the person is having that feeling. Hold up the
first picture. Decide as a group what feeling is
shown. What are all the things that might have
happened to make this person (angry)? Tell

me as much as you can about the preasons why.

4., Write down all the ideas Tell me your ideas one at a time so we can hear
given. everyone'’s idea. I'll write down the ideas

you tell me so we can keep track of them.

As each child offers an idea write it down on
the chalkboard or chart paper so all can see.
Accept all ideas especially unusual or "far-out"
ideas. Treat each response equally.
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5. Read back the list
and ask for more ideas.

6. Acknowledge all inventors !
efforts.

7. Ask for more information
or detail.

LESSONS FOR ANOTHER DAY

After the children have exhausted their ideas,
read back the list. Give attention to the wide
variety of ideas given and press for additional
ideas. These are all good ideas. HNow I want
you to try to come up with 8till more reasons
why this person szZ be (angry). Think abou®
times you've been ( ) or peopZe you've
knoum who have gotten ; What happened
to make them (angry)? Allow time for additional
responses. Encourage responses from a majority
of the class. Add these new ideas.to the list.
When you've pushed for as many new ideas as
possible, again read back the 1list.

Give attention to the hard work that went into
the ideas given. ALl of these different reasons
for feelings show what good inventors you are.
Good work!

Repeat the same process for a second picture.
This time you may want to have each child draw
what happened to make the person feel (ha .
When finished ask each to talk about the idea in
his/her picture. Encourage children to offer
as much information as possible.

- Introduce another feeling picture. This time ask the children to offer ideas
about what the person did after feeling (scared). Wit are all the things this
person might do after feeling (scared)? Continue using the above steps.
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INVENTOR LESSON

Inventing Body Movements

GCOAL:

To list a variety of movements using body parts
MATERIALS:

~ chalkboard or chart paper; chalk or pen

~ a table that will lie on its side

= sheet

=~ clothesline and clothespins

STEPS:

1. Gather materials, Have the table nearby, the sheet ready to
be suspended, and the chalkboard within
reach.

2, Prepare children to be I'm going to ask you to be inventors for

inventors. thig aotivity. What do I mean by that
word? Remember our story about the
inventor, Ivan? Pause for responses.
Add to or adapt the children's answers
1f necessary. 4An inventor is eomeone
who creates or thinks up ideas. . . .
Let's get ready to be inventors., DPut
on your gpectacles. Pantomime putting on
spectacles.

3. Introduce the idea of This activity has to do with body movements.
inventing body movement, I'll tell you a body part. I want you to
invent or think up as many different
movements as you can using that body part.
Let's try our (hands) first. What are
gome movements you could make just using
your hands?

4. Write down all the You may want to draw a picture clue or
ideas given. write "hands" at the top of your chalkboard

or paper (for example: hands <5> JE? ).
Show me your movement ideas one qt' a iime
80 everyone wiil have a charce o szee them.
I'll write down each idea you give me so
we can keep track of them. So what are
gome ways to move using only your hands?
As each child offers an idea, write it
down for all to see. Accept all ideas,
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Invanting Body Movemants

especially unuzsual or "far-out' ones.
Traat cach response cqually.

5. Read back the list and After tlia group soems to have run out of
ask for more ideas. ideas, rcad back the list. Acknowledge

the wide variety of ideas given, then ask
for aven more ideas. Thaesa are all
interasting hand movementa. Now I want
you to think up even more ways to move
your hands. Hold up your own hands.
What are gomo waye to move thege hando?
Add any new ideas to the list. When you
feel the children have exhausted their ideas,
again read back the list.

6. Acknowledge all You've invented a great rumber of hand

inventors' efforts. movementg., Good work!

7. Repeat the process. Introduce a8 second body part (feet, head,
hips, knees) and follow the same steps
as above.

8. Vary the involvement Use the list of body movements generated

with body movements. by the class to play the movement game,

"Everybody Do This" (see the melody below).
The children take turns as leader. The
leader can select a body movement from the
list or make up a new one for the rest to
follow.

(To the tune of “Shortnin' Bresd”)

]

=N

-
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J

Eveary bod-y do this, do this, do :hl-.’!vory bod~y do this Just like net
LESSONS FOR ANOTHER DAY:

- Tell the children that they will be doing a different type of inventing
using body movements. Turn a table on its side and have children take
turns kneeling behind it. Showing only their hands, have them pantomime
an action. Those watching can take turns guessing what is being
pantomimed. The teacher should go first to demonstrate pantomiming hand
motions. Suggested hand actions include washing hands, playing the piano,
trimming fingernails, sawing wood, sewing, pouring a cup of juice, building
a tower of blocks.

— Follow the same procedure using feet movements. Have children stand
behind a suspended sheet and pantomime actions using only their feet.
The teacher should go first to demonstrate. Suggested feet actions
include playing hopscotch, dancing ballet, jogging, walking on hat sand,
skating, tiptoeing.
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INVENTOR LESSON
Invanting an Ending

GOAL:

To create an ending to a fictional story
MATERTALS:

~ Chalkboard or chart paper; chalk or pen
~ Paper, crayons or felt pens

STEPS:

1. Gather materials. Have the chalk board or chart paper
anu crayons for each child within
easy reach.

2, Prepare children to be in- We're going to be inventors for this
ventors, activity., Remember our etory about
Ivan The Inventor and the meaning of
that word "inventor"? Pause for re-
sponses. An tnventor ig gomeone who
ereates or thinke up ideas... Let's
put on our inventor's gpectacles so
that we're ready for this activity.
Pantomime action with the class.

3. Introduce the idea of I'm going to tell you a short giory
inventing an ending. about an astronaut. Have someone

in the group explain the meaning of
that word, astronaut., Adapt the re-
sponse 1if needed... Someone who travels
in gpace... I will tell you the be-
ginning of the story but I need each of
you to invent an ending. dAre you
ready, inventors?

Once there was an astronaut who was

gent on a special space miggion. During
the flight the astronaut discovers that
the spaceship's computer has gone out.
She must make an emergency landing. The
astronaut lands on a planet ghe has
never heard of or been to before. What
does ghe do?

4. Write down all the ideas given. Have your chalkboard or chart paper
ready. You may want to put a heading
at the top with a picture clue (for
example: What will the astronaut do? ).

<
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3.

nvanting an ending, con't.)
Think about aome pogyible endinga to
that otory. When you have an anding in
mind, I'll write it down so wa oan kaap
a reaord of your idean. So what do you
think that aotronaut did after landing
on that atrange planat? Encourage
responsas from as many children as
possible. Write down each idea. Pick
out the main point of cach child's
ending to write down 8o that you're only
writing short phrases for each idea.
(example: repaired the computer; sent
a message back to earth; went exploring,
etc.). Accept all ideas and treat each

equally.
Read back the list and ask when the class seems to be out of endings,
for more ideas. read back the list. Acknowledge the wide

variety and push for more ideas. You've
thought up aome good endings to our atory.
llow think some more. What alae could

that astronaut have done? What would you
have done if you were in her place? Allow
time for additional endings and add these
to the list. When the group is finished
suggesting endings, read back the entire
list once more.

Acknowledge all inventors' You've suggested some interesting endings
efforts. to our astronaut story.

Ask for more information or To extend children's involvement you may
detail. want to ask them to draw what they think

the astronaut did on that planet. They

can use the list they generated and pick
their favorite ending or they can invent
still another ending. Ask each to then
tell you about his/her picture, encouraging
each to offer as much detail as possible.

LESSONS FOR ANOTHER DAY:

Review the astronaut story activity with the class. Tell them that you have some
more information about that astronaut. Remember our astronaut who was forced
to make an emergency landing? Well she tried and tried to rep iy the rocket-
ghip, but just couldn't. So she decided that she was going to rave to make
this planet her home. The astroraut built herself a listle clay nut to live

in. She figured out how to make meals out of the strange plants ske fourd.

Zven though she was all alone, the astronaut jelt very 7appy on thig new planet.
Then one day she discovered that the ship's computer was vorking again.

ihat does the astronatit decide to do? Ask the class to invent an ending to

this story. They may want to draw their ideas on paper. Ask each to tell

you about his/her picture. Encourage each child to give you as much detail

as possible.
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INVENTOR LESSON
Inventing Solutions to Problems

GOAL!

So————

To generata possible solutions to evaryday problems
MATERIALS :

= Chalkboard or chart paper, marker or pen
- Paper, crayons or felt pens

STEPS:

l. Gather materials., Have your chalkboard ready to use and
paper, crayons or felt-tip pens within
reach.

2. Prepare children to bae Wa'rae going to do gome tnventing for
inventors. thie aotivity. Remember Ivan and what
it means to invant? Pause for responses.
Adapt children's responses if needed.
To invent 18 to areate or think up ideas...
Let's put on our inventor's spectacles.
Pretend to put on spectacles.

3. Introduce the idea of Today you're going to be inventing ways
inventing solutions to prob- to golve problems. I'm going to tell
lems. you what the problen ts and I want you

to think of as many ways as you can to
golve that pr.blem. OK, here's the prob-
lem. Let's say that ycu have to carry

20 applee to school for gnack, but there
are no paper bags. What else could you
use to carry all those apples?

4. Write down all the ideas Have your chalkboard or chart paper ready.
given. Tell me your ideas one at a time so we

can hear everyone's idea. I'll write
them dowm go we can keep track of the pos-
sible ways to solve this problem. How
else could you carry those apples to
gchool? Encourage responses from the
majority of the class. Write down each
idea given. Accept all ideas and treat
each response equally.

5. Read back the list and When the children seem to have run out of
ask for more ideas. ideas, read their list back to them. Ack-

nowledge the large numbers of different
ideas invented and then push for still
more ideas. You're thought up scme in-
teresting ways to solve this problem. .ow
keep thinking. What else would you do
if you had to get those apples to school?
Allow time for more ideas and again write
down each response. When the group has

Q 59 stopped giving 1deas read the list one more time.




(Inventing Solutions to Problams, con't,)

6. Acknowledge all invencors' You'va aome up with lots of waya to aolve
efforts, thia problem, Good work!

7. Ask for more information or To extend children's involvemaent you may
datail. want to ask them to draw thaeir solution

to the problem. Show me on paper what
you would do if thia happened to you,

Ask each child to tell you about his/her
picture. Encourage each to offer as much
datail as possible. Write the children's
descriptions of thair picturaes on their
papers.

LESSONS FOR ANOTHER DAY:

= Repeat the activity above using a second problem situation, Select one from
the following:

a)

b)

c)

d)

You need to reach a book on a shelf just over your head. What
could you use?

You need to move water from one tub to another, How could you do it?

You're leaving school on a cold, wintry day, but notice your jacket
is missing. What could you do to stay warm?

You're building a long bridge of blocks. You want to keop track of
how long it is, but you don't have a ruler. How clse could you measure
ic?




INVENTOR LESSON

Shapa Inventions

To list a variety of objects that have certain geomatric shapas.

MATERIALS;

~ Large geometric shapes wade from a heavy material (taghoard, heavy
construction paper, cardboard).

- Shape shaeots for each child (sea the sample Shape Sheet at the end of this lesson).
- Envelopes with smaller cut out shapas for cach child.
= Chalkboard on chart paper; chalk and pen.

- Paper, crayons or felt pens for each child

STEPS:
1. Gather materials. Have the chalkboard and large shapes within reach.
Have the Shape Sheets and envelopes prepared.
2. Prepare children to be I'll need you to do a xind of invenzing for this
inventors. activity. Do you remember what it means to irvent?
Pause for responses and adapt them if necessary.
To tnuent is to create or think up itdeas.....
Lat's put our inventor's opectacles on. Pantomine
putting on spectacles.
3. Introduce the idea of For this activity, I'm going to ask you o invent
shape inventions. or oraate as many objects cs wou can that rave a

certain ghape. I'll hold up a snape. looxk a: i
closely and gee now many things gou can crnink o7
that have that shape. Select one shape. Hold it
up against a background with a contrasting color
so that it's easy to see (square) is underlined
and in parenthesis. Have the group identify the
shape. What are acme taings that could nave shis
(aquare) shape?

G




4.

5.

6.

7.

Wirite down all the ideas
given,

Read back the list and ask for
mora {deas.

Acknowledge all inventors'
efforts.

Repeat the process.

Ask for more information
or detalil.

LESSONS FOR ANOTHER DAY:

Tell the class that they will be doing a different kind of inventing using shapes.
Give each child an envelope with an assortment of cut out shapes (4-7 shapes in
each envelope). Ask them to come up with as many different pictures as they can
using the shapes from their envelopes. Have each child tell you about his/her
ideas and write them down on an individual list for that child to sece.

llave your chalkboard or chart paper ready.

You may want a heading and picture .iue at I
the top (example: square t:f ). Tall ma

your {deag one at a tima so I ean write them
down. That way wa ean keep track of all your
tdeas, Write down each response so all can see
accept all answers especlally unusual or '"far=-out
ideas. Treat each equally. Encourage the
majority of the claass to offer responases. l

After the class has exhausted their shape Meas.l
read their list back to them: point out the
great number of ideas given., Press for still
more ideas. You've given mg lota of vely differ
obfeate that have that (aquare) ahape. Don't l
atop now., Think hard and try to come up with
aome moyre ideas. Allow time for more ideas

and add these to the list. When the children l
are out of ideas, read their list back again,

A lot of thougnt went into ity liat, You've l
voma up with a good number of things that have
a (aquare) shape. Good work!

Follow the same steps using a second geometric
shape (circle, rectangle, triangle, diamond,
etc.). I

To extend chiidren's involvement you may want t
give them a Shape Sheet with a shape printed on '
several times. (Sce the sample Shape Sheet at the
end of this lesson). You can use a third shape
Use one already discussed as a group. Ask each
draw a different idea on each shape. Children
can use ideas from the list they came up with or
they can invent new ideas., Ask each child to te
you about his/her drawings. Encourage children
to include as much detail as possible and to be
really inventive.



5quure Shape Sheet

Fora variety,substitute any simple shape.)
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INVENTOR LESSON

Inventing Reasons for Sounds

GOAL 1

To generate peaaible reasons (sourcea) for a asound

MATERIALS:

= Chalkboard or chart paper; chalk or pen

= Sound makera (such as the following: woodblock=~knocking sound; bella~~
ringing sound; cup and pitcher of water-~vater pouring sound; sandpaper=--
scratching asound; zipper--zipping sound; nevapaper=~tearing sound;
kitchen timer-~ticking smound),

= Room divider to atand behind while making the abova sounds,

STEPS:

1. Gathar mataeriala. lave the chalkboard or chart paper within
reach., Have the divider set up with the
sound makers hidden behind it.

2. Prepare children to be in- You'ra going to be {nventors for thia

ventors, agtivity. Semember what an {nmvontep Zoea?
whas did our friend Ivan the Inveriop
do? Pause for rewponses and adapt {f
needed. Ho ercated or tiought up i{deas .
« + o Put your inventor's spcotacles om.
Pretend to put on spectacles.
3. Introduce the idea of Jesides inventing, you're going :o do scme

inventing reasons for sounds. preotendirg and liatening to aounds in
thls aotivity. let's prezend thas wou're
at (home and you hear this sound.
Make a (scrarching sound) behind the
divider su the children hear the sound but
do not see you make it. #hat are 2c=e
things that might make thas sound?
Really do some trwenting here. Think
up all the things you ean tiat sould
make trhat sound. And rememier, ve're
protending to be at (rome).

4. Write down all the ideas Have your chalkboard or chart paper
given. ready. I'Il urite down ezeir fdea u:iu
seil ma. That way we cam kecp paok o)
all your ideas. So if you were a: (rome),
wvhat could be making this aound? Repeat

€



loventing Reasons for Sound

the sound and do 80 a8 afcen as needed,
Write dovwe each idea given, Encourage
responses from as pany children as
poasible, Accept all ideas, especially
unusual or “far-out’ {deas, Treat

each i{dea equally,

5, Read back the list and When the group has stopped giving you
ask for more fdeass, {deas, read their liat back to then,

Heve are the i{deas you've given #e @0
Jar o . You'Ve thiught up a good
rumbep af different reaaona for thia
aound,  Keep going, Wuar elae might
make thia aowmd? Really imagine youraell
2t your (hama), Herz's the sound again,
Kepeat sound, What oould e making <¢7
Allov time for additional ideas and
add thege to the 1ist, When the claus
has exhausted thelr ideaw, read the list
back to them again,

6. Acknowladge all You've aome up with 1919 o intarzasing
inventor's efforts. reagong for our aound, good work!
7. Repeat the process. Follow the same steps above, ysing a

decond place (school, score, farm) and
a second sound (knocking, ringing,
pouring, zipping, tearing, ticking).

LESSONS FOR ANOTHER DAY:

= Tell the class that they're going to play a different kind of game
inventing sounds. 7' goilng t2 a2ax you 0 presend agzain, anly i
time you're at a (baaxethall gorme, in the woods, at a ghcoping mall,
in @ peazaurant, at ire 2ircud, gg_?ﬁk qounty rair). Tell m¢ =ne aocurds
you fear tnere., Write dowm each idea and encourage as pany !{deas fropm
each child as you can,




Inventing Simtlaricies and Differences

GOAL:

INVERTOR LESSoN

To liat aimtlarities and differences betveen fndividuals

HATERIALS

= Chalkboard or chart paper) chalk or pen

STEPS:

1. GCather materials.

2. Prepare children to
be inventors

J, Introduce the tdea
of inventing aimi=-
laricies and differ~
ences,

4. Vrite down all the
ideas given,

5. Read back the list

and ask for more
{deas.

Have a chalkboard vialble and within reach,

Wo'll need to ke Inventors for thia aativity,

What doea an {nventor do? Femember Jvan? what

did ke do? Pause for responses., Add to or

adapt children's responses i{f needed. fe opsated

or thought up ideza... Let'a get ready to do

aoma inventing. Let's put on our Inventcr's speotaslea,
Pantomime action vith the class,

Wa'll reed to do soma carefl okaerving or looking
at pesple in thia aotivity. I'm going to aak

you to look for ways in whioh paople are the acme
and ways in whioh they are different, I'm going
to have tWo of you eome up at a time. ke reat
of us will firat fnvent or think up waya in

vhich the two are alixe.

Select two childrer t¢ come up in front of the
group.Let'a look ciosaly at (Teryu) and
(Chria) . What makes them alike? what g

the aame about them? Tell me your ideas one at a
time 80 we ocan hear everyone's idea. I will

write doun each idea you give me 80 wa oan keep
track of them. Encourage responses from as many
children as possible. As each child suggests a
similarity write it down for all to see. Accept
all {deas and treat cach response equally. .

After the group seems to have run out of similarities
read back their list. You've ziven me l0t3 of vaya
in which (Terru) and (Chris) cre qlike. New gae

17 you can come up with 3tILl more ways. In whas
woys do (Terru) and (Chris) look or 20t z2lixe?

Allow time for additional responses and add these

to the list. When the children seem to have run

out of ideas, read back the list once oore.

(S



(Inventing Similaritiss, con't,)

b, Aekpovledge all tuventors' You've all vorked hard a1 {nventing
sfforts, ap thinelng up similapitics tetveen
fhpra) and flepryd,  Good thinkingl

7. Repeat the pyocess, Follov the same steps using a second

paiy of children, [Include as many pairs
of children as time will allow.

8, Vary the involvaement, When vou fael that the group has vorked
4t Inventing aipilaricties long enouah,
vary the {nvolvement by asking children
to invent vays {n which two children
are different. Cantipue using the sane
ateps as abava,

LESSONS FOR ANOTHER DAY

= Repeat the above procesd of looking for aimilartties and differances using
three different individuals at a time,

S



INVENTOR fpspon

Iaventing o Witchea' frev

COALs

To liat an assortment of Ingfedienta that ohuuld go Ints 4 witihes' stey,

Chalkboard or chare Paper] natker oF pen,

ATERS

1. Gather naterials, Have yuur chalkboard or chart paper feady (o usa,

2. Prepare ohildren 5 be Timogoing 13 3ek you 10 b invenzops dgain,
inventors, “hat dogs that mean?  gwmemlep the Loy dddnt

Svare the Iavenzer? Allov tine for reapanses,

An fnventop opeates op thinka wp idezs, let's
§er pesdy 19 Lo zome imyemiing and put on oup
fpect3ales.  Pantomine the action with rhe glaas,

3, Iacraduce the idea of inveng-
ing a vitches' atew,
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&, Vrite down all the ideas You may vant to put a heading vith 3 picture 2lua
glven, at the top of your chalkboard or chart paper.
(axan lf: Mean and Terrible Witches' Stew).

when you have some {deas for ingrediensy
Jor cur mean and terpibio wizanea! 222w
tell me. I'12 uriso doum ezoh idez g0

Ve 2an reep traok of uvhat ve're Fusting in awr azew,
Wrat xinda of thinga should J0 IN0 @ 310V that name
peeple into mean, terridle witohesa, Ihink abous iz,
As each child suggests an ingredient vrite it down for
all to see. Accept all ideas even unusual or
vacky ones. Treat each response equally and 2ry to
get ideas frum the majority of the class.

5. Read back the list and 3sk Vhen the class seems to have exhausted their tdeas,
for more {deas. read back their list of ingredients. Give attenction
to the vide varfety of ideas. Press for additional
ldess. 7 need 1o zer some mope fvgredicn: ideas
Jrom you. Pretend you're all witches. You need
e inolude all the wmeoceasary ingredienta o0 make the
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8tew just right. Just right to turm people into I
mean and terrible witches. What are some other
ingredients to include? Allow time for more idea.
and add these to the list. When the children hav
stopped giving ideas, read back the list once more

6. Acknowledge all inventors' I think the stew will be perfect. You've
efforts. invented some interesting ingredients for
a very good stew. It will really dc the trick! I

Good thinking!

that will turn people who eat it into kind and

7. Repeat the process. Follow the same steps only this time tell the
cla:.s that they need to make a witches' stew

wonderful witches. What would these ingredients
be?

LESSONS FOR ANOTHER DAY

- Tell the children that they're going to play a similar witches' stew game. This
witches' stew however is a magic stew. It's magic because when eaten it will
let the people turn into anything they want. . Have individuals sample the magic
stew and role play or act out what they've become, while the rest of the group
tries to guess what it is.
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Inventing Solutions to Conflict

GOAL:

To list possible solutions to conflict situations.

MATERIALS:

- Chalkboard or chart paper;
~ 2 - 3 Hand puppets

STEPS:

1. Gather materials,

2. Prepare the children
to be inventors.

3. Introduce the idea of
inventing solutions.

4. Write down all the
ideas given,

INVENTOR LESSON

chalk or pen

Have chalkboard and hand puppets within reach.

You'll need to be inventors for this activity.
Remember our story about Ivan the Inventor? What
does an inventor do? Allow time for responses
and adapt if necessary. An inventor 18 someone
who creates or thinks up ideas. Like Ivan, let's
put on our inventor's spectacles. Pretend to put
on spectacles.

I'm going to ask you to invent different ways to

solve problems that people might have with each othenr.
I'll tell you what the problem is. You think up posstble
ways to settle the problem.

Pretend you're building with some very large blocks,
you've made a great spaceship that has room for onme
astronaut pilot. Your friend comes along and says
he wants to fly the ship or else he won't play. What
would you do? What are some ways to settle the
problem? .

I'll write doum each idea you tell me. On your
chalkboard or paper write down each response so

all can see. Pick out the main point of each
child's solution so that you're only writing short
phrases for each idea. Some ideas might be: build
a second ship; tell a friend to come back later;
have a friend send messages on the radio from earth.
Accept all ideas especially unusual for "far-out"
ideas. Treat each equally.
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5. Read back the list When the group has stopped giving you solutions, read
and ask for more over their list aloud. Point out the number of
ideas. soluticns invented and encourage more ideas. Xeep

working on it. How else might you deal with that
problem? What are some more different solutions?
When the class has exhausted their ideas, read back
their entire list once more.

6. Acknowledge all You've invented some interesting ways to settle that
inventor's efforts. problem. Good thinking.
7. Repeat the process. Introduce a second problem situation. Pretend

you're eating snacks at school. The person next

to you gets up and spills your juice all over. You
- then find out that all the juice ig gone. What would

you do? What are the different waye you might deal

with that problem? Follow the same procedure as

above.

LESSONS FOR ANOTHER DAY:

- Introduce a third conflict situation with hand puppets. Present the problem
to the children by acting out the first character with a puppet. Then one at
a time have the children come up and suggest solutions with the second hand
puppet. Situation: One child, Joe, is playing outdoors in the sandbox
building the biggest sand castle ever using the school's pail and shovel.
Joe goes inside for a few minutes. When he comes out he finds Jill using
the pail and shovel. - He asks for it back, but Jill says it's hers because
Joe left. What could he do?
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INVENTOR LESSON
Inventing Ways To Move

GOAL:

To move your body or an object across the floor in a variety of ways.

MATERIALS:
-~ Chalkboard or chart paper ; chalk or pen
= One large bouncing ball

~ One large cardboard box

STEPS:

1. Gather materials. Have the chalkboard, ball and box within reach.

2. Prepare children

' L 4 4 4 . *
to be inventors. You're going to do som inventing for this activity.

Remember what that means? Think back to our story
about Ivan the Inventor, what did he do? Pause for
responses. Adapt children's answers if needed.

He created or thought up ideas... Let's get ready
to do that. Put on your inventors spectacles.
Pantomine putting on spectacles.

3. Introduce the idea Let's see how many different ways you can move your
of inventing ways body and this ball (hold the ball) across the floor
to move. from to . Desiginate convenient

beginning and ending points in your group area.
(for example: from the edge of the rug to the other;
from a bookshelf to the piano; from one table to
another; from the wall to the chair, etc)

You're going to really love to do some inventing
here in order to come up with many differznt ways

to move.
4. Write down all the You may want to put a heading and picture
ideas given . clue at the top of your chalkboard or paper

(For example: body and ball jk ® ).

Think about the ways to move your »ody along with
this ball from to we'll take
turng showing owr ideas co everyone else. I'll
write down the ideas you show me so we can keep
track of them. You may want to go first in order
to introduce the idea of moving with the ball.
Some suggested ways to move include: walking while
bouncing the ball; walking while kicking the ball
lightly; walking and holding the ball on your head;

dc TR




twirling while holding the ball; hopping
while holding the ball behind you; etc.

As each child shows the group his/her idea
write down the main action for all to see.
Encourage involvement from as many children
as possible. Accept all ideas especially
unusual or "far-out" ideas. Treat each
equally.

5. Read back the list and When the class seems to be out of movement

ask for more ideas. ideas read back their list. Give attention '
to the great number of different ideas. Push
for even more ideas. These are all good ideas.
pon't stop now. What are some other ways you
might move the ball? Be inventive now. Pause '
for new ideas and add these to the list. When
you feel the group has run out of movement ideas,
read back their list once more. '

6. Acknowledge all inventors' You've thought up some unusual ways to move.
efforts , Good work!

7. Repeat the process . Repeat the activity a second time asking the class
to invent ways that a pair of children and a ball
could move across the floor from to .
Again you may want to go first to introduce the
idea. Using a volunteer from the group demonstrate
one possible idea. Here's just a few ideas to
get you started: walk stomach to stomach with
the ball between you; walk facing each other tossing
the ball back and forth; link together like a
train with the front person holding the ball;
walk back to back holding the ball between you.

LESSONS FOR ANOTHER DAY

- Repéat the above procedure using a largeé cardboard box instead of the ball.
Ask, mw many different ways can a person and a box move togethen. Get the
children started by going first. Some possible movements are: Pushing the
box with your head; getting in the box and "hopping" it along; carrying the
box on your head, etc.

= Again repeat the procedure above this time asking, How many ways can swo
people and a box move together? Some possible movements are: Two people '
holding the box between them ; one person pushing another in the box;
two people walking with one leg each in the box; and two people kneeling
behind the box pushing. l
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Introduction to the Judge Lessons

The kind of thinking that a judge uses involves the process of evaluacion--of
selecting between several options using a specific set of considerations. All of

us are involved in this kind of judging process everyday whether it be selecting the
right candidate for a job or deciding what to wear to work. We have a nurmber

of chaices among which we want to select the best one, and we use considerations in
making our choice. For instance, we may choose a food for supper based on how
expensive and how healthy it is or we may choose a friend based on how loyal and
how entertaining she is. Considerations help us eliminate some choices while
selecting others for further evaluation.

In order to help children develop skills in judging, we need to help them under-
stand what is meant by a consideration and how to use ome in making a selection.
Consideration-is a long word for children to learn, but it is the best word for
an idea which they learn to understand through participating in these activities.
We want children to learn to make selections that are not simpl; “a-ed on personal
whim--likes and dislikes--but based instead on the careful application of a set

of considerations. For example, when choosing a pet, we want children to

choose the best option based on considerations such as size, temperament, and
cost, not just because they happen to like monkeys.

Julius the Judge symbolizes the kind of thinking that is used in these lessons. By
identifying with Julius and by placing their pretend pencils to their brows, the
children can prepare themselves to think in this special way. By mentioning Julius
and reminding them of the way in which he makes judgments, you can let the children
know the kind of thinking that is expected of them when they are participating

in these activities.

Julius has certain qualities that make him a very fair and impartial judge.

He is very strict with himself about sticking to the letter of the law: Once

a consideration has been stated, Julius will use it in his judging process.
Julius does not allow himself simply to be influenced by his own likes and
dislikes. He always uses the consideratioas that have been set forth to select
the very best solution to the problem.

Children can learn to improve their judgment skills through practicing evaluative
thinking. This kind of clear w.ndedness will be helpful to them in many situations
throughout their lives, even if they don't decide to become lawyers. We are frequently
concerned about the good judgmént of children, adolescents, and adults whether

they are choosing friends, snacks, or political candidates. We serve children and
society well by preparing people to use a deliberate and thoughtful process in

making judgments.

~J
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A STORY ABOUT JULIUS THE JUDGE

Today I'd like you to meet my friend Julius. Julius is a judge, meaning
that he is very good at making decisions. People come to talk to Julius when
they have to decide something and are having :rouble making up their minds.
When Julius gets ready to make a decision, he raises his pencil to his brow and
asks the question: "What are the considerations?" Can you say the word
consideration's? Considerations are the things he has to keep in mind when he
makes a decision. Now let's all try raising our imaginary pencils to our brows
and asking Julius's question. (DEMONSTRATE AND HAVE CHILDREN TRY THE MOTION
WHILE ASKING THE QUESTION.)

One day, two sisters came to Julius the Judge to help them settle an
argument. They were choosing a gift for their mother's bircthday, and they
could not agree on what to get. When they came into Julius's Court, which is
where a judge works, they were both yelling at each other and waving a long
Lisc of ldeas. Julius listened to them argue awhile, and then he pounded his
judge’s mallet and told them very sternly: "Silence in the court." Both of
the sisters stopped talking and turned to Julius. "It seems to me that you
two girls have a decision you need help with. You want to buy one gift, and
you have lots of ideas to choose among. I am a Jjudge,”" he said proudly, "and
I can figure out a fair and just solution. Are you ready?"

"Oh, yes," said the sisters together. Julius raised his pencil to his
brow and asked his question: "What are the considerations?" Julius stated the
considerations: First of all, you only have $§1.50. Second, your mother wnuld
like something that she can wear. Third, her favorite colors are orange and
purple. Now looking at your ideas, I only see three that meet all of these
considerations: the purple scarf, the orange stockings, and the purple barrecte.
Do you two ladies have any more considerations?" "Yes," they said together,
"our mother 1s bald and can't uyse a barrette."

"Well, then," said Julius the Judge, “your decision is clear. Buy the
scarf or the stockings. Case dismissed." Julius banged his mallet and the
two girls left the court to go shopping for a purple scarf or a pair of orange
stockings.
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TEACHING SKILLS FOR JUDGE LESSONS

Skills

Gather all necessary materials
before beginning.

Set the activity up so all can
see and hear,

Present the activity with
interest and enthusiasz.

Use a "buzz phrase" so the
children know what's expected
of them.

Introduce the situation to be
evaluated.

Present considerations one
at a time.

Ask the children to explain
their choices.

Accept all explanations.
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Have all items called for in the
activicty wichin easy reach.

Hints

Be sure there's adequate space for
involvement and that potential
distractions are removed.

Use a varied and dramaric tone of
voice. Sound convincing in your
presentation and the children will
pick up on your interest and
enthusiasm. You may want to
encourage the children to sit up
straight like a judge.

Let the children know right away
how they will be involved in the
activicy. ZToday we're going to
be judges., Everyone put your
paneil to your brow.

Give the necessary background
information about the situation.
List or fllustrate the possible
choices children can select from.

Make the evaluating process
gradually more complex by giving

.children more factors to consider.

Each of these considerations

shculd narrow their range of choices.
Wlow I'm going to make yowr deciston
narder still. Conaider this, . . .

Use phrases like Tell us why you

choae ? or Why f{a the

a good oroice? This will help
children think through their decisions
more carefully and will discourage
snap judgments.

Ask children to explain their
choices as best they can, but

avoid judging che children's
explanations. <Zhildren may have
reasons for a certain choice but

may not have the words to adequately
explain cthat choice. Gradually work
toward helping children make a
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(Teaching Skills for Judge lessons, Cont'd.)

8. Continued selection using some standard or
guideline.
9. Acknovledge that there may Children may decide on two or
be more than one possible three possible chofces. Any
°  answer. choice {5 fine as long as the

children can give reason for
their choices and those reasons
take the consideracions into

account,
10. Get the children directly Encourage responses from as many
involved whenever possible. in the group as you can. Ask

children to listen to and thisk
about others' choices. Whenever
possible, get the group actively
involved. (For example, have
children cross items off a list
of choices. Have children circle
a choice on the laminated poster.)

11. Acknowledge all "judges" Use phrases like You've given
effores. sarious thought to all the
congideratizng or You've sicum
what good judges you are.
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[MPORTANT TEACHING NOTE FOR THE JUDGE LESSONS

Unlike the lessons in the Detective and Invencor sections, the lessons In this
section vill vary somevhat both in their format and in difficulety. While for

the first five of the judge lassons, the teacher provides both the list of
options and the considerations to be used, for five of the lessons, children

are required to produce either the list of options or the consideracions to be
applied. 1In zhree of the activicies, Playcime Consfderations, Hide the Anizals,
and Party Food Considerations, the children are asked to think of zthe considera-
tions for the list of choicas provided on the poster. In the last two activicies,
School Activity Consideracions and Playyard Activity Considerations, the children
ara asked to think up the list of possible choices and then to apply a se: of
considerations given in the lessons. These variations in format are intended

to help the children become more independent in the performance of this kind of
thinking--to encoyrage them to think evaluarively using this careful 3judaiag
process vhenever they have decisions to make.
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MODEL JUDGE LESSON

Pet Considerations

GOAL:

To select the pet best suited for a particular home situazisn

NATERIALS:

= pet poster showing the foliowing pets: whale, tiger, lamdb, car, raddbit, poodle,
snake, spider, porcupine, elephanz, giraffe, duck (imcluded wizh this manual)

= placa to display poster
= non=parmanent smarking pen

- vipe cloth

STEPS:

l. Gathar materials. Have the surface for displaying the paster
availadle and have the poster, marker, and
wipe cloth within aasy reach.

2. Prapare the children <'m goimg 0 ask you 2o be Julges for thia
to be "judges."™ gotivity. What dees 1t mazn 2o ke 2 Julze?

Pererber cur story cbout Julius the Judse?
“ s e Pause for responses. Add to or
adapt children's ansvers 1f pecessary,
A Judge 13 somesne who Jeaildea viat the
bear zolustion L3 afier shinb vy about
necedsary considerarions. leét's get recdy
to te Judses. Put your pencil to your
trow the way Julfus the Judge did. ?Pantopime
actions with the class.

3. Introduze the situation, Ok, Judgaes, ihink ckour 1hiz, (wae 2here
vas 3 boy namad Caorge. Thix boy hed aluays
vanted 0 have @ pe: at home, V{5 parenzs
Timally agreed, Teorge vow had a denfeicon
to make, e had t9 oheore Mrom hia greup
07 pers, Display the poster of the pets.

7o be sure children knov vhat each per is,
ask class to identify the pet names as a
group,

& Introduce the firag fou George's parents 1ell dim i3z zhepe ame
consideracica. gome things 1o coraider belore =aking »ia
decieion. George mu2s delvet 2 re: thas
quier emsugh or a2 maw Paly at Fome, et
laok at guy s70i{ces kere, Painy o the pet
poster, Whish pat bers oould ke 2 possiiiling?
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(Pat Considerations, cont.)

5,

6.

Present the remaining
considerations.

Discuss final pet choices.

-

Reme “Lax, your fivat compidaration ia thet

i1t ngecds to ba a pet that won't maka too

mual, noige, Go over each pat., If the class
decides 1t 18 not a pousibility, cross it

out (X) with the markec, Accept all
therghtful visponses. Ask children to
explaly why rhey mado a certain judgment

or choice. elc me why you feel f:

not a poss' ility. HNnat were you conoidering?

You've 7 alped George by eliminating certain
pete ~ il keepiry othera. Thease are our
pet ; sibilitiaa mow. Point to the pats
not ct sed out. Now here 18 a gaecond
conatderation in making a pet ohoice.
George dves not have a fenced-in backyard,
Which of theoe peta coul] George atill
think aboui getiing? Again ask each child
to give ressons fur his/her decision. Go
-rer remalning pets. If a pet is eliminated,
« ‘o088 it cut (X) wivh the marker. Now here
8 a 'itnal conoideration., George wants a
pet th:t hz can cuddle up with, Which of
these "emaining pet choices i8 gtill a
pceaibility? Point to the remaining pets.
Again, nccept all thoughtful responses, and
ask each to explain his/her choice. Cross
out (X) elininated pets.

Review the three considerations with the class
along with the remaining pets. You've helped
George to consider which pet would be quiet
enough, which would stay in his backyard, and
which would be cuddly enough. These are the
remacning pets. Point to those not crossed
off. Which pet do you think George sgselected
and why? Pause for discussion. Children
may base their final decision on personal
taste. For an example, "I think George
picked a cat because cats are more fun."

teep in mind that there is no one right
answer. The class may settle on 2 or 3
possibilities for George. As long as a

rat meets the given considerations, it is

a satisfactory choice. Encourage each child
to participate in the "judging." To
encourage more active involvement, you may
want to ask individual children to come up
and circle a pet choice for George, giving

an explanation for that choice.
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(Pet Considerations, cont.)

7.

Acknowledge all You've thought about all the neacesoary

"Jjudgas " efforts, conatderations bafore making a deotoion
about the best pet for George. You've
ghown what good fudgea you ara. Good
work!

LESSONS FOR ANOTHER DAY

Remember how we halped George make a deaision about his naw pet? Remembar
all tha oonaiderations that want into that deoision? Now I'm going to ask
each uf you to praetend that you hava to mako a decigion about gaetting a new
pet at your houoa., What would be your considerationas? Display the pet
poster. llave the children come up one at a time and circle his/her pet

choice., S/he should give at least two considerations that went into that
decision.



JUDGE LESSON
Packing a Suitcase

GOAL :

To choose clothing items to pack for a vacation trip.
MATERIALS:
= Clothing poster showing the following clothes: shorea, small T-shirt, boots,

sandals, large pair of jeans, cap, mittens, swimsuit, coat, pants, tank top,
and another paji of shorts (included with this manual)

- Non-permanent marker

- Wipe cloth

STEPS:

1. Gather materials Have a surface for displaying the poster
available., Have the marker and wipe cloth
within easy reach.

2. Prepare the children Tell the children, I want you to be judges.

to be judges. I'm going to give you a problem; you'll have
to choose a solution, Remember Juliug the
Judge? Let's put our pencils to owur brows
the way Juliue does.

3. Introduce the situation. Let's pretend that Marie i8 going on vacation
with her grandma. In order to pack her
suitcase, llarie has to look through her
drawvers and pick out clothing for her trip.
Let's help Marie choose them., Go over the
poster with the children to be sure that
everyone knows what each clothing item is.

4. Introduce the first Let's think about the first consideration.

consideration: Some things that Marie firds are rot the
‘ right gize for her. Point to the figure of
right size for Marie Marie on the poster. Ask the children to

raise their hands if they see something
that's too big or too small for Marie. Call
on individual children to identify one item
at a time, briefly discussing that item, and
then letting a child cross out the item if
the group agrees it is inappropriate.
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Packing a Suitcase

5, DPresent tho remaining Bring attention to the «lothing lcems that
considerations ona at remain, then tell the uhildren, Maria's
a time: grandma o taking her to Plorida; it's been
very hot there and they'll ba ataying right
vacation area where it's on tha beach, Thio will be owr scoond
hot aonnidaration; do you sas any alothsu that

Mariae would not want to wear when it's hot?
Again, call on on: child at a taime, discussing
each clothing item before it is eliminated.

teddy bears Tha last thing we have to conasider is that
Marie lovas taddy bears. She wants to take
elothing with her that rave piotures of
teddy bears gewm on them, Ara there any
alothes we ghould oross out becausce they
don't have teddy bearas on them?

6. Ask each child to Review the remaining clothing items with
reach a deecision; the children, chen say: I want eaoh of you
acknowledge all to vhoode ‘wo things for Marie to take with
judges' efforts. her., Discuss each child's choices, reminding

the group that there are more than just two
good choices. Praise the children for
thinking hard and for being good judges.

——

LESSONS FOR_ANOTHER DAY :

- Have a selection of toys in a large Lox. Set them out where everyone can sec
them. Tell the childrer that Marie waucs to take one of these toys on her
vacation. Which one should she pack? The children will have to consider
that (1) it must no: be too large for her small suitcase and (2) it won't
be: damaged if it zets wet, since Marie may be using it on the beach.
Suggested toys for this activity: toy boat; large plaster pail and shovel;
children's water’ng can; sandbox tools; a large truck; a large cloth doll;

a small plastic doll.
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. » LEGSSON
T +» wonsidarations

GOAL:

To select a vehicle best suited for a travel situation.
MATERIALS!

- Vehicles poster showing the following vehicles: motorcycle, Volkswagen bug,
helicopter, vsn, yacht, train, jet, bus, bicyclu, submarine (included)

- Non=-permanent marker

- Wipe cloth

- Paper, crayons, or felt peus
STEPS:

1. Gather materiels, Have a surface for displaying the poster
available. Have the narker ...l wipe cloth
within reach.

2. Preparc children to You're going to 1. :e to be judges for thia

be "judges." activity. Do you remember what that means?
Think about Julius the Judge. What did he
do? Pause for responses. Adapt children's
answers 1f necessary. Julius came up with
the best zolution after thinking about
necessary conaideritions. Let's get ready
to be judges., Put yc.r tmaginary penctil to
yowr hrow the way Julius the Judge did.
Pantomime with the class.

3. Iatroduce the situation. The cong’'derations in this activity rrre o
do with tr-veling. Cne ¢t me there w s a
girl ramed Sue. Sue was getting ready to
take a trip, but ghe had a big Jeciaion to
make. Sue didn't know what kind of vehicle
she should take on her trip. These are the
vJehicles she had to choonse from. Disolay
vehicle poster. Review each vehic: as a
group.

4. Introduce the first Sue had sume considerations to think akbout
consideration: before making her decision. Her jfirst
congideration was that she wanted to ride in
comfortable enough for ¢ vehicle that was comfortable enough for a
a long trip lorg trip. Let's look at rer choices, Point
%o che vehicle poster. which vehicle would
be a possibility? KXeep in mind that it
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Travel Consideracions

5. Present the 1o aining
considerations onae at
a tima:

a chance to meat others

travels over mountaing

6., Discuss the final
vehicle choice -,

needs to be vomfortakle wnough jor a long
trip. Go through each vehicle, If the
children decide it ls not a possible cholce,
then crods (x) it out with the marker, Accept
all thoughtful responees. Ask children to
explain their choices. Why 47’ you deoide

wze not a ohotoe?

You've helped Sug by eliminating eertain
vehioleo and keeping othera, Theae are owr
remaining ohotoea. Point to those vehiclaes
not crossed off. Sue needed to conatder
gomathing eloa. She wanted to take a

vohiole that would give h'» a ohanoe to mact
lota 05 other gaogla. Kaap that aonagideration
wn mind and tell me which of thease vehialeas
ghe could ohooga. GCo through remaining
vehicles, Again, cross out(x) eliminated

vehicles, Ask each to explain his/her
decision,

We'rg gaetting cloge to halping Sue arpi:-
at the beat solution. Thiag to tha final
conaiderati . Sue neads a vehiele that
will ravel ¢ v mountaina. Which of the
remu »ing v u.les 18 a posatbility? Point
to those vebh :les nv crossed out. If a
vehicle 1» ~liminated, cross it out (x).
Aguin. - ' children to give reasons for
their uucisions,

Recall the considerations discussed. After
conaidering a vehicle that would be comfortable
cnough, allow her o meet people, and travel
oves mountaing, these ara the vehicles left
for Sue to geleet from. Point to the remaining
vehicles on the poster. #hich do you think
Sue choge and why® Allow some timo for
additional discussion. Chiidren may make

their final decision based on personal choice.
For example, I think Sue *ook the jet because
tt's more exciting. Remember that there is

no one right answer. There may be two or

three vehicle possibilities for Sue. As long
as the choice meets the given considerations,
it is a satisfactory choice.

Try to involve as many children in the judging
as you can. When possible allow for more
active {rvolvement in the lesson. 1Iandividuals
may come up and circle a f’nal vehicle choice
for Sue, giving an explanation for chat choice,
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Traval Conalderations

7.

Acknowladge all "judges'"” You went through all the important eonasidera-
efforts, ttona before making a deviaton for Sue,
You'lve seleoted the beat vehiole fopr hep

trip, Good Judging!

LESSONS FOR ANOTHER DAY:

Using the vehicle pouter, ask children to pick a vehicle they would take on
thair own trip, You may want to ask each to {lluatrate his/her travel choice.
When the children are finished, ask each to tell you about his/her picture
and to give you two considerations that went into that choice.

An alternative follow=-up would be to hava {ndividuals cirele their vehicle

choice on the poater and tell the group thair two considaerations for that
decision,
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JUDGE LESSON
Gift Considerations

GOAL ¢

To uelect the most appropriate gift for a partiecular individual,
MATERIALS:

= Gifts poster showing the following gifets: hook, wagon, train set, tools,
crayons, football, raecord player/records, candy, kitae, puzzles, tricyclen
(included with thia munual)

=~ Non~parmanent marking pen
~ Wipa cloth
~ Papar, crayons, or felt pen

STEPS:

1. Gather materials. Have a surface for displaying the poster
avajilable. Have the marker and wipe cloth
with reach.

2. Prepare children to We'll have to do some Judging for this
be "judges." activity, Remember our friend Juliue

the Judge. What did he do? Pause for
diacussion and adapt children's vesponses
if necded. He deoided on the best golution
after thinking about the necessary consideri-
tions. Let's get ready to do acme Judging
and put our imagirary pencil to our brow the
way Juliug the Judge does. Pantomime the
action with the class.

3. Introduce the situation. Judzes, ve're going to dveide on the beat
1ft to tuy someone for this activity.
Thin boy ramed Chrio wanted to buy hia
friend a birtkday pregent. Thie was a very
8peaial friaend, so Chria wanted to get the
best gift ne could., These are the gi;:
chkoices Crris had to gelect jrcm. Display
the gifts poster., Go over cach gift as a
group so that the children are able to
icentify each one.

4. Introduce the first In order or Chris to come up uith the res:
consideration: possible gijt jor this frierd, he had scme
considerations to think about. The [irst
safe and healthy congideration wags that the gift meeded to »e

a gsafe ard healthy one. It recded %o ke
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Gift Conslderations

5. Present the remaining
considerations one at
a timo:

caould he shared

used hoth indoers
and outdeohrs

6. Discuss the final gifec
choices.

good for hia friewd. lLat'a look at our
ehofaea here, Whieh gift vould be a
poaatbility? Kemember your firat gonaidepan
Slon, It needa to be a sape and healihy

gtft. Go over each gift on the poster. If
the clasa decides that it {s not a possibilicy,
then cross (x) it out with the marker. Accept
all thoughtful responses. Aak e¢hildren to
give reasons for their decisions, #hy did you
Jeoida wia not a alolae? What vere you
conaidering?

Wa're halping Chria make the beat deotfaion.
Wa'va ¢limirated eertain gifita and kept
othera. Thaaa ara our gift poastibilitiea
row, Point to the gifts not crossed .
Chria had arother aonaiderction to th' |
about bafore making his deotaion., Thie
gift needed to be ona that his friend oould
shara with someone elag, Which of these
remaining gitfto could two people use? Co
through the remaining gifts., Cross out (x)
eliminated gifts and ask each child to
explain his/her daeciaiun,

Here'a ona last consideracsion for Caris

bofore making the best dectoion posaible.
Chrio wanted to got a gift that hia jriend
could uase both indoors and outdoors, Wiioh
of the gifts that wve have left could be

used tnaide and ou:? Point to those gifts

not crossed out. Ask children to give rearons
for their decisions. If a gift s eliminated,
cross it out (x) with the marker.,

Review the three considavations and the
remalndng gifts. We've congidered a gij':
that would be safe and krealthy, could be
aiared with another, and aould te used
indoore ard out, Aftar trinking about

those conaiderations, thaese are the gi:t

you have left. Point to the remaining gifts
on the poster, Wrich girt “Yom these Jo

you think Chris chose and wiy? Allow time
for discussion. Chi'dren may base their
final choice on p=rs.nal taste. For axamnle,
I think Chrig jot e tra'm * = Egogure it'g

more fun to play with, K¢ -* that
there is no one right choic 'SSs gay
decide on two or three gifr . - - @S,

As long as the zift meets t, 'sidera-

tions, it is a sacisfactory
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(ife Conatderations

Involve all of the children in the judging.
Plan for more active involvemant when
possible. You may uant te ask individual
children to come up to the poster, circle a
gift choice for Chris, and give a veason
for that cholce,

7. Acknowledge all You've don. seme good Judging before mating
“"judge's" efforta, a gtre deotaton for Chria, You've disousaed
all the neseagary conaiderationa, Geod woprk!

LESGONS FOR_ANOTHER DAY:

= Ask the clans to look at the gift poster and then select the gift bast suitaed
for themselvas. You may want to have each drav his/her gpifet choice on paper,
Then ask each to tall you about his/her picture and give you tuo rousiderations
for that gifec decision,

- An optional follou-up is to ask ehildren to cowe up one at a time, circle
thelr gitt chotce on the poster, and tell the class two considerations for
that chuice,

Y
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JUDGE LEGSON

Costyme Judging

GOAL
To choose a NMallovesn costume according to spectfie onsiderarien-
MATERIALS

< Costume podter showing the following costuymes: witeh, pirace, skeleton,
surfer, gife, Iadtan, worilla, alown, ghost, ast: maut, ballerina, monster
(included with this wmanual)

= Marking pen and vips loth
STERY:

L Gather macturials, Have the poster in an are. vhers the
children can easily see {t. Have the
pen and wipe cloth wicthin ¢asy reach,

2. Prepare tha ehildraon Tell the children, I want you %o Je

to be judges. Jwlgea, I'm going o give you a proklem;
yeu'll have to ohooae a dolution,
Aemgnber Julina? Let's put owr {raginary
peraila to our brove the way Juliug
doea.

3. lIntreduce the situation, Let's pretovd that Wendy's mom tells
nep that ghe cuan fave 35 to buy a
dallowveen cogtume, Whan Wewdy loows
up eoatwrea in @ cataleg, tifa ia what
=+~ ~indg, Point to the poster. Go

* @ poster with the children to be
> WAt everyong knows what each
costume 13, Tell them that Wendy
needs their help in choosing o cosctune,

4., Present the first Vo the Firat thing that you'll Fave o

consideration: gongider lg that it's very cold cuzaide.
Wondy will have o wear a Jaokar. She

a jacket must be worn wante 20 wear a Jacke: under her
2og8twma.  So dka maeds 0 ohocse Q
cogtime that will 3eill leok good and
that will Fi¢ oish a2 bulxy Jaoket unday
It. sk the children if there are any
costumes that Wendy could not wear a
Jacket undel. Funzourage the children to
raije thefr harldes £ cthey see an
GApaTupIive~ costume; chen call on a
chilad L = - uisd. Briefly discuss that
cossumw v . le shildren; {f the group
agrecs tht (e cLtume could not be
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vorn over 4 facket, let 4 ehild crons
ant the gostume, Follow the agie
mathed for any other costumes vhizh do
not F1L this copsideration and far the
following other eonsideratiops,

3, [Present the remalning When the inappropriate eostuwes have
conafderat fons: been eliminated, reviev the costumes
that remain; these costume. are strill

the costume muat he scary possibilities, Now let'as think about

aomething elae, Wenly so-o that hep
goatwme rmat be at lezar . ltrle asary,
Are thepre any avatwres tha: ye ahiguld
2rodd okl beaeaude they're Just not
agary at all? Agatn, call on one child
at a time, dlscunaing each coscume
before it {s eliminated.

cogf 35 or leas You have ore mope thing 1o oangfdep;
heos muol thede coatumes aoat, Wendy
only haa 35, eo hep soatime haa to goat
36 or lesa. Are there any vostmes
tiat wo ghould oroza cur beoause they're
100 expenaiva?

6. Ask each child to reach Tell the children to look carafully at
a decision; acknovledye the remaining costunes, then say: I wans
all judgea' effores, eaeit of you to ohoose a coaturme Jop

wendy from thoge coatwmes tiat are lers,
Discuss each child's cholce, reminding
the Rroup that there is not one rigin
anuver, Prafse the children for thinking
hard and for bLaing good judges.

LESGUNS FOK NOTHER DAY:

- Give tha children crayons and paper. Ask them ta chaose the costume that
they would like, and to draw that costume, (Give assistance ' any child
vho needs it.) After the drawing has been conpleted, ask caeh child to give
at least ona reoason or considerition for choosing the comtume that he or she
drev.

= Ask the children t~ :i: 2~ a costume for Wend,'s brother to wear to a party
at a friend's house. Me only has $4 to spend. He's already been a clown
and a pirate, and e wants to be =omathing dffferent. See L{f the children
can identify the tus conailerations mentioned (cost and what he's already
been), and then ~hoosa a c~.tume for Wendy's brother, using these consideracions.

ey
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Aol LEaton

July FaF 3 s

COAL1

To chovee a MOrke¥ (0 spend the day vith,

MATERIALY,

= Worker poster displaying the following workers! §firefighter, fotla;?
player, police officer, afrplane piler, favser, plusber, tFuck 74 ive.
susielan, brick layer, majl carrier (included with (his sanual

= Hon=parsanent sarking pen

- Wipe cloth

3TEPSL

l. Gather raterials. Hang the poster §n an a .. nere the ehildren
can eanily age §t. Have ric pen and wipe
cloth within easy reach

2. Prapare the children Tcll the chLidren, T uwane you 1o be judges.
to be judges, J'mogoing to g,ue you 3 nrahla~- you'll have
ﬂg ohooue 3 soaluticwm, *arawtar Sullua?
let'a pus 2ur pemrila o our lpove the vay
i?“ﬁﬁ ¢4 (360‘,:

&

3. Istroduce the situation, let! g pretend that you have the dhanse
apend e day Witk 2 werken, Here are
,ur1¢ra viho Fave agreed o wate you on
Joka, (Point to the paster.) Go over
poater with the children to be sure tna;
evaeryone unovs who each worker is,

v ay 9%

PV
by
'y

- ey e

%
-
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4. Present the {irat let'a thini abousr the firer 2omgiicopation,
considerat/on: reur mozher aoys 2t pra can'r 5o wih
anyere vho hia 2 dingerous Jeb, Do amy of
safecy tie um*wera on Sur poater iave 2 Job that

ezuld re dangers :d’ Encourage the :hildren
to raise cha!r hands §f they see a vorker
vhose job could be dangerous. <Call en
individual children 1o name one worker at a
time, briefly discussing that item, and then
letting 9 child crors out the {tew {f the
group agrees it is inappropriate.




dab for a Day

3. Preasent fhe femalning Point vut the wotkesa who femadn un the
cogpaiderat bone ope ot paster, then 1ell the children {Hdl The Dext
a tiret considerstion is that they zan':t travel
anyvliefe vith the varker ] the vatdes's job
B0 LFaveling Bae To tie Vight In thelr afed, 4Aré theps

sy Apkers here 2hr pould tpave! cur of
oy apes aa they Jo rihelp Jole? Agais,
call on individual ehdldren v cross oyt
inappropriate vorkera after dincyening and
agreging on cach,

cutalde work Dy laar govelferstion i3 1hir dinag the
sestiier fus rezn bagutiful, Lou anl 1

sp wk the day cutalde, Are thepe dany veriers

hepe who apend moat of their timg fnalder
Jot'y opces them our,

7. Ask aach ehild 1o Review the remaining workers with the
reach a declajon; childgen, then say: J uanz 24ah of ou
acknovledes all W alivode the yorvep that you'd 1iie 19 apend
judgen' efforts, the day Wik, Discuss each child's choivce,

feminéing the groyp thar there §s not a
single right answer, Prajae the children
faor thinki.g hard and for Yeing good judges,

LESSON TUR ANOTHER DAY:

= Put up the vorkers poster again, Discuss vith tha ehildren swhere each of the
pletured vorkers works. Ask the children 1o think about taking a field trip
to visft one of the o sites, Consfderatims would be: (1) the job site
has to be falrly zlose to your schesl and (2) it has 20 be something that
appeals to the entite class. Follow through with this {des by arianging an
actual visit to the chosen job aite, 1f josaible. {An slternative would be
to ask the wvorker to wigit your class.)

s 1)




JUDGE LESSOUN
Playtime Conusiderations

GOAL:

To select the best playtime activity for a particular situation.

MATERIALS:

- playtime activities poster showing the following activities: sledding,
going to the movies, cating at a restaurant, playing inside with a friend,
building a snowman, bike riding, going to the library, swimming, and playing
with the dog (included with this manual)

- place to display poster

- chalkboard or chart paper; chalk or marker

- non-permanent marking pen

- wipe cloth

paper, crayons or felt pens
STEPS:

1. Gather materials. Have a surface for displaying poster‘availuble
and have poster, marker, chalkboard, and wipe
cloth within reach.

2. Prepare children to We're going to be judges for this activity.
"judges." What does that mean? Remember our story

about Julius the Judge. Pause for the
children's responses. Adapt responses if
necessary. A judge 18 someone who decides
the best solution after thinking about the
necessary considerations. Let's put our
imaginary pencils to our brows the way Julius
did and get ready to be judges. Pantomime
the action with the class.

3. Introduce the situation. 0K, judges, you'll need to do two kinds of
Judging for this activity. First, you'll
need to judge what considerations would be
test. Then second, you'll need to judge
what solution would be best. Here t8 the
situation. It ig Saturday afternoon.
There's no school and you need to decide
what to do. Here are the choices of thirgs
to do in your toum. Display the playtime
activities poster. Go over each activity

Q as a group so that the children are able
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4, Introduce the first
consideration,

5. Present the remaining
considerations.

6. Discuss the final playtime
activity choices.

to iduntify each picture rhown. Defore
making a deotaton about what to do, what
would you need to aonatider? Think abeout

the kinds of conoid8rations a lot »f

people would have, Ne need to coma up with
three sonatderationa. Look at your ohoioao
here. Point to the pouter. Before deoiding
how to opend your Saturday afterncon, what
would you naed to conatder? Tell me your
1deaa ona at a time go wae can all hear them,
Whan you've deoided on a conglderation aa

a groip, I'll write it down hare 8o we can
kagp ¢ reoord of our ideas. Ask children
te givae rcasons for their ideas. Allow
tima for some discussion as a group. Once
decided upon, write down cach consideration
for all to see.

Here ara tha three aongiderationa you falt
wara important onas for ohoosing the baot
playtime aotivity. Point to the written
considerations. Read the first one aloud.
Go through each picture on the poster with
the children., Keeping their first considera-
tion in mind, ask them which playtime
activity is a possibility. Cross (x) out
aliminated choices with the marler. Ask
children to explain their decisions. WNhy
did you deoide wag not a chotioa?
What were you considering?

Go over the remaining playtime activities

as a class. Read their second consideration.
Go over the remajaing activities on the
poster. Ask children to think about the
second consideration and decide which
playtime activity remains a possibility.

Go through each and cross (x) out the
eliminated activities. Ask each to give
reasons for his/her decision.

Go over those playtime activities not crossed
off. Read :heir last consideration. Tell
children to keep the third consideration in
mind and decide which playtime activity could
still be a possibility. If an activity is
eliminated, cross (x) it out with the
marker.,

Review the three considerations and the
remaining playtime activities as a class.
Ask the children to think about which
activity is the best solution. Have them
give reasons for their decision. Allow

9



time for discussion. Children may make

their final choice based on personal taste.
For an example, I think going to the movies
19 the beat solution because oseeing a movie
ia fun, Keep in mind that there is no one
right choica. [he class may dacide on two or
three playtime activities. As long as each
meots the given considarations, it is a
satiafactory cholce.

Involva all the children in the judging as
much as posaible. Plan for more active
involvement when you can do so. You may
want to ask individual children to come up
to the puster, circle a playtime activity,
and give a reason for that choice.

7. Acknouledge all You've been thoughtful judges in two
"judgas'" efforts. different ways, You've deoided what the
baat aonotderations would bae and what tha
beat solution about how to osperd playtime
would be., Good work!

LESSONS FOR AMNOTHER DAY:

~ Show the class the playtime activities poster a second time. Tell them
you have a story about a person named Don. Just Like in our other activity
Don has Satuiday afternoon free and needs to decide on the best playtime
activity, but his oonsiderations are a little different. Go cser each
picture on the poster with the class again. Follow the same procedure
above, incroducing the three considerations one at a time. The cnsiderations

are:

l. Don nas to select a playtime activity that he can do n a ghort amount
of time.

2. Don has to choose a playtime activity that he cun be reached at by
telephone--8o his mom can call.

3. Don needs to choose a playtime activity that ig reiaxing ard rot oo
tirirg,

9




JUDGE LESSON

Hide the Animalsa
GOAL:

To find a hiding place for an animal; to atata at least one consideration used
in chooaing the place.

MATERIALS:
- Large piace of white paper.
or
The enclosed sample sketch
= Crayons

STEPS:

1. Set up the materials. Before this lesson begins, make simple sketches
on the paper using crayons, or use the sample
sketch included in the pocket materials.

Make white mountains ( _~S ™"\ ), green
grass (didturme ), gray rocks (XD ), beige
sand (:w:v), a blue lake (C) ), trees with
green leaves and brown trunks ('53 ), and
yellow flowers (& ). Try to arrange these
elenents to form a sonewhat realistic-lookiug
picture. ‘lang your picture i{n an area where
the children can rasily see it.

2. Prepare the children Tell the children, I want you to e Judges.
to be "judges." I'm going to tell you a atory about some
antmaly; each of these animals will need a
hiding place. Your job will *e %o choose
a hiding place, then t4ll us 1%y you ehooce
thut particular place. Now let's put our irmaginar
pencils to our brows the way Juliuo Jdoes.

3. Introducze the situation Jell the following story:
by telling the story.
Thvo atory tanoe prace in o rasasty ranl
called am Zand, Im Am Dand, “here wers
.ealy trecs.

Point to the trees you drew. Continue the

story, pointing to each of the following as
you mention it: snowy mountains, the lake,

rocks, sand, grass, bushes, and flowers.

ERIC 1)




Hide the Animals

4,

S,

Ask for a hiding place
for the first animal.

Continue with additional
animals.

Many antmala, birds, and inaeote lived in
Am Land, They weve very happy, until one
day d mean, terrible mcnater came. Thia
monater had eyea like five and bhlood
dripping from his teeth, All of the
animala vere tarrified. They all wanted
to hide, but they didn't know where to go.
Lot's aee if we can find a hiding place
for gome of the animala,

Call on a ehild to name a placa in Am Land
where a grasshopper could hide, then ask
why that is a good placa (or discuss why
it might not be a good place). Among
conasiderations that migzht be mentioned are
color, aize, habitat, movement, and
defense. Encourage the entire group to
contribute to the discuyssion., Examples of
leading questiona you might use if the
child chooses the grass for the hiding
place ara!

- What ocolor ia the grasshopper; what color
ta the grasa?

- How big ia the graaskopper; will the monataer
sae him in tha grasa?

- Should the graoshopper hop or ostay still when
hke's hiding?

If the child chooses an inappropriate answer
(for example, "in the lake"), ask the child
Questions that will help him see his error:

- What will happen if a graschopper stays
underwater? Where would be a better
place?

Praise the children for thinking hard and
for being good judges.

Mention more animals, discussing them one at
a time. Other Am Land animals are: white
bunny; brown bunny; monkey; green and yellow
snake; green parrot; gray squirrel; alligator.
Since Am Land i3 imaginary, allow imaginative
answers as well as realistic ones. (For
example, '"The monster thought that only

birds vere {n trees so he won't look for

the monkey there.")
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liide the Animals

LEASON FOR _ANOTIIER DAY:

- Taks the childten outeaide to an area with bushes, trees, and grasa. Tell
them to close their eyes while you hide a silk or plastic leaf. Ask ijum
to then open their eyes and find the leaf., After someona finds it, Jdlseuss
why the hiding place was or was not good, comparing the leaf's color,
shape, and size with ita hiding place. Let individual children take turno
hiding the leal. Briefly discuss the hiding place after it is founu., You
could also try hiding a ailk or straw flower or a paper butterfly.







JUBGE LERSON

Party Food Conalderations

GOAL1

To determine appropriate party foods,

R &Mm;

= food poaster showing the folloving foodst candy, aoup, c¢heeae amd erackera,
eupcake, cashevws, popeorn, cookies, raisins, popaicle, apple, fried ehicken,
cereal (included with this manual),

= place to display poster

= non=permanent marking pen

= uipe eloth

- paper, crayons, or felt pens

~ chalkboard or chart paper; chalk or marker

STEPS:

1. vather materials. Have a surface for displaying poster
available and have poster, marker, chalk=
board, and wipe cloth within reach,

2. Prepare children to Yoeu'll tave 10 do gome Judging ror thia
ba “judges.” aetivity, Rerember viat that meana?

Think avout our Mriend Julius the Judge.
Pause for discussion and add to chilran's
responses If needed. It meana deotding zhe
bear aolution after thinking abouz the
neceszary conaiderations, Let'a ger ready
v do that ard put our imaginary penoil
20 cur brow the vay Julfua did. Pantonime
action with the class.

ti.
v Oy

N

3. Introduce the situation, 0¥, Judges, you'll reed 20 Jdo o uin
Judging Jor thia aotivity. Fira: o
reed 20 Judge whatr pomeiderations vweo
tesat., Them you'll meed 0 Judge vha
2oluzion vould ra keat, Xere i3 the almarion,

)
l

"

»
»

s »

»

" e
k3
=

Jt's your 2irthday and you want 20 have 2
party. It's a kot swmer doy cnd you've
deoided to Rave a lunchiime party in the
parx. You necd fo plan everythirg real

well akead 57 time, 3ince you'll to carrying
it all 20 the park. Now you nced 0 deoide

16
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Party Food Conabiderationa

whit papty feods pould be tear, Hepe spe
tihg Food ahoilses you have 1o delest Ppom,

-

le}

Display food poster, ©o over each fand i1en
a5 4 group s that children are ahle o
identify each picture shown, Befape

mikdng g dealadon abour vhatr foode 10 have
ar your blpihday party, vhat vould you neel
v2 aovaildep? Think alour the kinde of
sanatdepitions many peaple vould have in
thia gdearion, We nead 1o vome up Vizh
tipee songidemationa aa a olasa, look a:
youp fasd okoloza cwaz agaivn, Polat to

the postar., [ofore deslding whar kinda ar
Jood to have at your parry, vhat vould you reed
to eonatdep? Tell me your {desa one gr o
time 22 we 2an all heap them vhen ve've
dzaided on a gonadderarion a3 3 growp, J'11
write 1t dawm on the ohalidaard, Thar sy
W2 3dh keep g peaord af our Ideas. Ask
children to give reasons for their ideas,
Allov time for dincussion as a group.

Assiat with the discussion of considerations
a3 needed. Renind children of the details
in the situation above. Once decided upon,
vrite down each consideration for all to see,

4. Intraduca the firse flere are the oonaiderations you 72l vere
conaideration, important orea for ahosaivg the Yeet party

Jooda. Point to the wrictten considerations,
Bead the firsr one aloud., o through each
picture on the poster vith the ¢hiliren.
Keeping thelr {irsc consideration in nind,
ask them which food 18 a peasinilizy, Cross
(x) out eliminated choices uitlh the iarker,
Ask children to explain their 2ecisions.

Wy 312 you deaide W3E neL a ololae?
War vere you eonsidaring?

5. Prasent the remaining We've elinlrazed eeriain fooda and hep:
considerations, thera, Thede are our food rossibilizies

n2y  Point to those food 1tema not cromned
out. Read the second consideraction., Ask
children to think about the second censidera-
tion and decide vhich food remains a
possibility. GCo over each and cross (x)

out elininated foods. Ask each to give
reasons for his/her decisien.

Go over the party [oods not crossed off.
Read their last consideration. Tell echildren
to keep thair third consideration in aind
and decide wvhich party food could still de a
possibilicty. 1If any food is eliminated,
cross (x) it out wich the marker,

1 N0
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Party Food Conaideratinga

6, Diacuns Final party Review the thive conalderaticha and (he
food chojcen, Fetdining parcy foods with the clase,

Agk children which party feoods wiil be
aafved 41 the bivthday party, Have then
dive feasons fof their decision, Allov
tine for discuasion, Children may make Uhels
final cholces hﬁ;?d;@ﬁ petaonasl &é#iq}
For exanple, J think 30
HI ke gérvéd Yeaause 417 kide Tike thom,
Keep In wind that there {s aot one set of
Fight chalcen, The ¢ldss may decide vi fwo
of three seta of party foads, As Jong aa
each meetoa the atated conslderstions, It ia
a satiafactary choice,

lavalve all the children in the judaing as
much as possible. Plan for more active
invelvenent when you can do se.  You B3y van(
to ask individual children 1o come up to the
poster,circle a paety food choice, and give
4 redson for that choijce,

7. Acknovledge all You've done aom wiging in wio diffepent

"judges'™ effares, wiyg, Jou've de Har tke Fear oanaidepae

ticva vould re and wwat the bear :
abour what fooda 13 gerve at g pariy would
ke, Zood Jfob!

LESSON FOR_ANOTUER DAY,

= Show the class the food postar a second time, Tell them you have a story
about a parson named Shella, Jugr I¥a {n our other aotivity, Jheila needs
o deeide whioh fooda would e bear for a perty, bur ker sitaazion and
conalderations are a litsle difrerent, Skeila i3 going %o have a party Jor
some frienda at her keouse avd reeda 10 Jecide on uhiah foofa 12 have, Ihere
are aome thivga ahe weeda 1o conailder lolore raking hep Joolaien, FYollow
the same procedure above, iIntroducing the thrae considerations one at a3 tima,
The conaiderations are:

1. Shzila meeds o acleotr foods thar okildrem Your years of age weuld 11,

2.

Ly

keila neods o okovas fooda that are beality ar wmairizicud, lesswse ahe
128 the 0 ke good fop her frients,

5
*

3. Sheila needa 10 ohoose fools thar eam to vrapped up and taken iuvme.

16y




BGE LEsson

\.1 'hmu;a A; iy 5{?’ Lu‘h&;dﬁlﬂ‘{ Enkh&

SOAL

To deternine ac{ivi(ies mist BPPYaPpTioate Tof a cdssnfumn ablsal hin,
MATERIALS:

= ehal¥loard of la¥ge sheet of papet) halt of watbef

= Papaf, <fayiila, uat fcll fena

AEES

1. Cather naterials. Set up the chslkbosrd so 28] can e g5
have {he chélk withle 7eadh,
2y Prepare chlldren to Fou' ra Jot ? v be Jwdged fop 1his gorioooy
be “iudges. Wogr Joea rhar #m,w '“W«z,k ahomir Mulivs tre

Fedze, Pause for efesponees snd add &m the
children's reaponsas §f pecessary, 4 ﬂaf%a
i3 domecve who Jealdes yhar the besr aslurion
a8 grfigm 'Hff«‘:’,ﬁg glomt the vmaﬁﬁv*r?

Mms.u,am!ia Lex's gar peady 1o te
Judgee. Py Jf%“ m3gimipy peraril 18 youp
bﬁ?

3, Introduce the situarion, Poutll Yo good ar deaiding ¢v the Lear
goluiden for thia astivity. 12 e 1w do
itk sevivivies pou Jo in sokhool,

There V23 onae ¢ Tazaher Vho meeded o
2eaide u@iah sariniri 3 vould be 1he bear
For hep alazareom, °7 acupse, whew you're

?u¢¢ﬁ’ﬁg sotivitice Yop ahildren, there are
gome thinga 1o e@*;”ér.

., Introduce the first Tre rirar oewaid er@',éa VI8 13T 3ie wanred
censideration: 1he @g"v,.,cg 1w re gn areé'fﬁg 19 ahildnzy
LJ@ Wepe four yeara old, You wwmew 2 lot of

interesating teo tivirics that ape Imrepzar? ima 12
four-year-olds 'bur-yaarhalua. Let’a come up vith 28 mowy

Intereariag ?ndoar aotiviziea a3 ve azw,
Tell me | up 1degs one 21 2 1ime, 3n nd 1010
vgep 3 peooepd of ithem g% e 2halidoard,

As each child asuggests an activity ides,

ask him/her o give reasons {or that choice,
Wy ‘s 2 zood okolee? Whar vere you
aewaidzring? Drav each activity ¥ary simalw
on the chalkboard, Print its word label

W * b@l@ut

10R
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School Activity Considerations

" Examples:

R E SR

blocks  Pairting Puztles  druck slide

Encourage as many different responses from
the class as you can.

To involve the class mc-e actively and if the
group is small enough te do so, you may want
to have children come up and draw in their
suggested activity ideas while you print the
word label below. Keep in mind that the
emphasis is on recording ideas, rather than
on making a realistic drawing. When you

have pushed for as many ideas as you can,
then go on to the next consideration.

5. Present the remaining A second consideration for this teacher was
considerations one at that the activity choices needed to be quiet
a time: ones 80 that others in the room could hear.
You know which activities make more noise
quiet activity and which are quieter. Let's look at the

three activity ideas you've given and see
if they're still possibilities. Go through
each activity on the sheet. If the children
decide it is not a possible choice, then
cross (x) it out with the marker. Again,
ask children to explain their decisions.

two children could One last consideration for this teacher.

play together She needed to consider activity ideas
where two_children could play together.
Let's go through the ideas you've given.
Are they ones that allow two children to
play together? Go over each activity idea.
If one is no longer a possibility, then
cross (x) it out with the marker. Be sure
to ask children to give reasons for their

decisions.
6. Discuss final Make a final check of the activity ideas and
activity choices. considerations. These are the activities you've

suggested. Remember our considerationg--the
activities need to be interesting, to be
quiet, and to allow two to play. Are these
appropriate choices? Point to the remaining
activities illustrated on the board. Check
for final approval.

1C3
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School Activity Considerations

7.

Acknowledge all Now are these activities the only possible
"judges'" efforts. ones? No, probably not, but you've judged

what the best ones would be after thinking
about the considerations. Good work,
Judges.

LESSON FOR ANOTHER DAY:

Give each child a sheet of paper. You're in charge of planning three
class activities. What will they be? Draw them on your sheet. Ask
each child to tell you about his/her drawings and have each give two
considerations for those choices.
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JUDGE LESSON

Playyard Activity Considerations

GOAL:
To determine outdoor activities most appropriate for a playyard situation.
MATERIALS:

- chalkb;ard or large sheet of paper; chalk or marker

- paper, crayons, or felt pens

STEPS:

1. Gather materials. Set up the chalkboard so all can see and have
the chalk within reach.

2. Prepare children to I'm going to ask you to do some judging for

be "judges." thig activity. What will you need to do?
Remember Julius the Judge. Pause for
responses. Adapt if necessary. 4 Jjudge
decides the best solution after thinking
about the necessary considerations. Let's
get ready to be judges and put our imaginary
pencils to our brow., Pantomime action with
the class.

3. Introduce the situation. You should be good at deciding on the best
solution for this activity. _It has to do
with activities you do outdoors in +the
playyard. There once was a teacher who
needed to decide which outdoor activities
would be the best ones to do in the playyard.
Of course, when you're planning activities
for children to do, there are some things to
consider.

4. Introduce the first The first consideration was that this teacher

consideration: wanted the activities to be safe ones for the
children. Zou know what safe, outdoor

safe for children activities are. Let's come up with as many
safe, outdoor activities as we can., Tell me
your ideas one at a time and I'll keep a
record of them on the ckalkboard. As each
child suggests an activity idea, ask him/her
to give reasons for that choice. Why is
a good choice? What were you considering?
Draw each activity idea very simply on the
chalkboard. Print its word label below.
Examples:

= &= NN\ U [=]

5'-"::‘\;“\'3 Wagery 1 4 Swings Jumprepe  sandboy
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Playyard Activity Considerations

Encourage as many different responses from
the class as you can.

To involve the class more actively and if

the group is small enough to do so, you

may want to have children come up and draw
in their suggested activity ideas while

you print the word label below. Keep in
mind that the emphasis in on recording ideas,
rather than on making a realistic drawing.

S. Present the remaining When you've pressed for as many ideas as
considerations one at you can, move to the next consideration.
a time: A second consgideration this teachker needed
to think about was that the outdoor activity
gives plenty of ideas needed to imvolve the kids in a real
exercise active way or give the kids plenty of

exercige. Let’s go over the ideas you've
given 8o far to see if they do give kids
plenty of exercise. Go over each idea as

a class. If children decide that one is no
longer a possibility, then cross (x) it out
with the marker. Have children give reasons
for their decisions.

used in both hot and Here t8 the final constderation. The teacher

chilly weather needed to think of outdoor activity ideas that
could be used in both hot weather and chilly
weathey -~ when you need to wear a jacket outsi
Let's go over your ideas. Are they ones
that could be used in both hot and chilly
weather? Cross (Xx) out eliminated activities.
Ask children to explain their decisions.

6. Discuss final activity Make a final check of the outdoor activity

choices. ideas and considerations. These are the
activities you've decided on. Point to
the remaining ideas on the chalkboard.
Remember the considerations--the activities
should be safe, allow for a lot of exercise,
and be useful in hot and chilly weather.
Are these all suitable choices? Get the
class's final approval.

7. Acknowledge all Would you say these activity ideas are the
"judges'" efforts. only possibilities? lNo, probably not, tut
you've judged what the best ones would be
after thinking about the necessary corsidera-
tions. Good work, judges.

112
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Playyard Activity Considerations

ESSON FOR _ANOTHER DAY:

= Give each child a sheet of paper. Yov're in charge of planning three playyard
activities. What will they Fe? Draw them on your paver. Ask each child to
tell you about his/her drawings. HKave each give two consciderations for
those clioices. '

Q ! li\)
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BEFORE YOU BEGIN

The activities on those cards ware croated for the PNHST (Bringing out Haad Start Talants)
Projact at the Univorsity of Illinoin. They are parc of a curriculum that is dosigned to bring
out tho strongths and talents of young children by holping tham think in more cruative, produc=
tive and caraful waya.

Thesa activities are mado to bo used by busy parents with busy children. In other words, you
should be able to do most of thesa activities whilo you are going through your daily routines.
Thoy ara meant to fit into your lives and perhaps make thom a little richer or more interesting
without creating extra work or trouble for you.

The cards in this packet can be taken apart and put in various places to help remind you to try
the activities. Tape thom on the refrigerator, over the bathtub, or next to your child's bed.
Put somo in tho car or in your purse. Scnd a couple to the babysitter or to grandma. If you
try to keep them all together and away from sticky f.agers, they may naver get used.

The nctivities themsclves are on three different color carda. The blue carde are for the
detective activities, which ask the child to take a bunch of clues and figure out one right
answer. The yellow cards contain inventor activities or activitics that involve brainstorming
lots of answers to the same question. Finally the green cards have activities involving judging
or practicing careful decision making.

Each of these activity types has an animal cartoon character whose picture appears on each card.
These animal friends are known to your child from lessons the teacher has done at school. The
animals cach have a job =--detective, inventor or judge-- that make them good at the kind of
thinking used in thair type of activity.

The most important thing to remember in doing these activities is to have fun with them. There
is no right way to do them. ' Use your own style and words, and stop when it stops being enjoyable.
If your child seems to have trouble with any of the activities, skip it and go on to another one.
They're not in any order. The more of these you try, the easier it will get. Also feel free to
make up your own detective, inventor, and judge activities.

1213




DETECTIVE ACTIVITILS

This foxy lady in the tronchcoat is namued Delores Daetactilve.

Delores has some activities for you and your ehild that will
help your child become as clever as she is when 1t comen to
sniffing out clues and zooming in on the right answor.

Delores is an ace detective and knows how important it is to
be careful about looking for the clues before coming to a
decision.

These detective activitics are designed to help your child think
as cleverly and patiently as Delores does. After you give your
child a clue, allow time to think. Remember, what's obvious

to us once we know the answer is not 80 obvious to children when they're figuring it

out for the first time. Never give an answer away. Try to come up with more and more
clues until your child is able to tell you the answer. As a last resort, give a choice:
"Is it an elephant or a spoon?"

Children can learn to problem solve by practicing detective thinking. This kind of
thinking is asked for a lot in school and will be very helpful in many other situations
too. Examples of detective thinking include answering riddles, solving arithmetic
problems, and finding the answer to any mystery. Lots of time when we say somecne is
smart, we mean they are good at detective thinking or finding an answer to a problem
that confuses everyone else.

Hope you and your child enjoy Delores's activities and become as clever as ace

detectives.
4 M a2




. MEALTIME MAGIC

Doos your child recognize food in lts different forms?

Detect ive
Activity
MsM:M THIS LOOKS Q000! WHEN | COOK THIS VEGETABLE,
WHERE DO FRICS SMELLS G000 TO0O! I UBUALLY uaau n

COME PROM 7 /77 ;™| BUT WHERE DOEY IT COME FAOM 7

7 /

@ ll
A l
TRY TASTING 1T, [\ :a‘o‘: 38¥:YOII|
T o YOU'RE RIOWTI
“J G000 TNINK!NOI
'
)

il || il
1. Ask your child to 2. Your child should got 3. If your child still doesn'
track down the original clues by looking, touching, know, give more clues. Whon
form of the food you're smelling, and tasting the he or she guessos, give prais
eating. food, for thinking hard.

Thoso arc some other foods that are used in many difforont ways:

- Apples (juice, sauce, pie, salad) - Tomato (juice, chill, salad, soup,
cassoroles, spaghetti sauce)
- Milk (yogurt, cottage cheese, sour croam, - Boof (hamburgers, pot roast, meat loa
whipping cream, checese, butter) meatballs, steak, casseroles)
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WHERE IS IT?

Play a hide~and~-seek gamewith your child,

Detective
Activity

CLOSE YOUN EYES
WHILE | HIDE
THE TEOOY BEAR,

UNDER SOMETHING,.,

i

in's
1T'8 UNDER SOMRTHING GREEN..,

IT'S IN THE
LIVING ROOM,

AP0 P) IT'S UNDEN THE g
gL couin.lrounonrl

I'LL GO THERC

AND LOOK, /(,f” skl i’
1

1. Hide u small stuffod 2. Glvo the flirst clue by 3. Give moro clues, one at a
animal or other object saying what room the animal time, until your child finds
in any room of your home. is in, the animal, Praiso him or her

for thinking hard.

These are some other possible hiding places and clues:
- It's in the kitchen; it's inside something; it's inside something that keeps things cold.
(Refrigorator)
- It's in the bodroom; it's under something; it's under something soft and cuddly, (Pillow)
- It's in the living room; it's noxt to something; it's next to something that's green
and growing. (A Plant)

Hint+ Be sureG give the clues one at a. time! After eath Clie, glee  your culd & chance G _Guess

the answer before ontihuing ts give. more “Clues, 1
oR




MYSTHRY MATL

Give your child a "Special Dellvary" envelope
that has a pleture inside.

Notective
Actlivity
WHAT (8 Thig 1Ll SHOW YOU A o YOU'RE MIONT !
A PILYURE OF 9 A LITTLE MOAK .., / SN 600D THINKING |
HB AND A LITTLE MORE ., :
g8 NOW YOU CAN TAKE

£8 AND A LITTLE MORE,

R OUY THE whOLE
! PICTURE.

LCAN ONLY SER A

17’8 A HORBE !

TINY FARY
‘.‘\
.’
fr al
l. Lay a plcture of an 2, Pull out largor and 3. After your child guesses
animal (or other objoct) largor parts of the picture, correctly, praise him for
flat inside an envelope. waiting ocach time so your thinking hard.
Ask your child to guess child can look and think
what's insido as you about the picture,

slido out a small part
of the picture.

These are some ideas for pictures you might use:
- unfamiliar puzzles, where you show
your child onc piece at a time until
he or she guesses what the whole
picture is.

- photographs of familiar people

~ plctures of animals or objects from
magazines, coloring books, catalogs,

127 or used greeting cards.




. WORKING DETECTIVES

When you have a household job to do, make a mystery out of itl

Detective
Activity
QUESS WHAY (‘W ' AT I'LL USE A MEASUAING CUP .. .
GETYING AEADY YOU'HE BIGNHT 1
N 10 00.., é;i :;>‘ Fov . Agroow... , 6000 THINKING !
(Y9 e THE h -
vl Virewew, l Nl
o\ - k-

YOU'NE MAKING '
JELLO? .‘\\\

.
v peon-
oy V1

1

2\

1. Ask your child to guess 2, Give more clues by 3. When your child guesses,
the job, Give the first naming the tools or utensils praise him or her for thinking
clue by saying where you'll that you'll use. Name them hard,

be doing it, one at a time, until your

child guesses the right job.

Try making a mystery out of some of these other jobs or any project you are planning to do:

- moking pudding - washing the car
- frying a hamburger 1 28 - monding a shirt




WHAT'S INSIDI?

An objeet hidden inside u hox
o . ‘v ._ .
will usually get a child's attention, Dotoct §ve

Activity
7N )
, _v;J) W eA dEan 1T

Move AnounD wiew I
| SHANE |Y, vt

WHAT 00 YOU THINK
I8 IN HERE ) _

“>|v3 POLND

6000 THinuiNg!

L\

1. Hide something inside a 2. Let your child have more 3. If your child still doesin't
box, thoen show your child clues until he or she guesses know, give more clues. When

the box. The box's size the correct object. First your he or she guesses correctly,
and shapo are the first child might hold it, then pive praise for thinking haxd,
clues: shoke it,

These are some other things you might hide in a box:
- a fruit or vegetable (apple, crange, banana, carrot, potato)
- a toy (small car or truck, stuffed animal, doll, blocks)
- n real present for someoone (covered with gift wrap and a bow) might be the

most fun to guess!

Hivt: ff‘" box Isn'¢ Iundj, use 4 P"ﬂr b:’[ 129




INVENTOR ACTIVITIES

Thia pig with the teat tube and the lah coat s named
fvan the Inventor.

Ivan has a colleection of Inventor activities to keep you and
your child busy brainstorming lots of new and difierent ideas,

Ivan {8 a very creative inventor and he helieveas that children
can aldo learn to think of things in original waya. Ivan knews
that the secret to any inventor's success 1a pushing for more
and more ideas, and being willing to share even the ailliest

or atranpest idea.

Theae activities are designed to help children develop thelr creative potential and te
become suceennful inventors like Ivan., Your job 1a to help your child come up with
lots of answera. Always push for one more ansver even after your child haa run out of
ateam. Accept all answera, even very wacky ones and try to help your child sea things
in new ways.

Creativity 18 a very necessary ability not only to an inventor but also to all of us.,
In a world that changes as quickly as ours does, nothing could be more useful to a
child than to be able to see things in many different ways,

Hope you and your child have fun with Ivan's activities and bucome imaginative and
creative inventors.
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WHAT CAN YOU MAKL witn 171?
=creating with juub-

What are all the things you can make?

iaventor
Activity

Khen you're busy avound the hense and your coild
needs something interesting to Jo, gather some of
the materials listed below, some scissors, amnd some
plue oy paste,

string or Yarn buttens
s-cmgs of %issua paper  bottle C&ps
Scmps of Wrapping paper €99 carfons
old fr«m}z rds ﬁcﬁﬁc lids
fabHlc scraps d trays
awmall boxes “MACardn
Fibbins or bews dried beans

Ask your child,"What are all the things you can
make using theses materials?' You'll bhe amazed

at how many different ideas your child can come
up with,
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_ HATER WORKS
=brainstorming the many uses of water- Inventoy

Activity

Take a fou minutes 1o relax sith youy child
At bathtimo,  Ash your child to think of

a1l the Jifferent things we use watey for,
He oy she may want to act out different uses
while you guess,

Some eXasples are!

- washing hair

- drinking water
svimming
watering flowers
brushing teeth

o 1 L}

Hint: Encanage ynw clild B Come up with as
What are all the things we use water for? Mﬂ difftrent idess 03 P‘“‘M"
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CREATIVE COOK NG
=inventing ipgrodients-
fuventoy
Activivy

A gond ties 10 play this pgame with your child is
when you've cooking in the kitchen,

Say 1o your child "1 need some help coming up with

a list of ingredients for a special stow I'sm making,
It's ¢alled 'Civcle Ntew', J1's for a Circle Monster
who can only eat things that are circle shaped,

What are all the things you ¢an think of that could
g0 into this circle stew?”

Hint: Some other duy, tvy maling a Sqarve Steys.,
or & blue stew...or & ved s w,

What are all the ingredients?
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THER MHAT BAPPI L2
=inpvent lng endinga to aloviess

What are all the thinga you can make?

PN

fuventoy
Activily

At hedtins atiodure 9 madesuyp siory Thal Your
child can Finfeh, ¥or cxanple;

“Oopee a boy vas valking through the wooda
wvhen he came ta this hyge, very old houss,
Khat Jo you think happened eyt ?

Ol YOpce upon 4 tine a Jittde piv) met a4 vizard
whe could perform magic, This wisard sald
ahe could have anything she wiahed for,"
What do you thirk she wished?

After yaur ehtld has finished telling you apé
ending to the stary, you might ask himfher to
think of a different ending or aeveral possible
endings.

Heve fou with ﬂucsforh-* dm‘ém
ki Sease) Ynr i &120?
even Outlan uas, m thd's o

Imeginatims ivprove aith prechee!



. BHOM HE WITH YOUR BobY
=fnyenling body movementa=

Yaventof
Actinity
W

When you'vre indours and your child seems
full of caergy ask hiwm oF her, “What are
all the ways you can wove your hasdai™

tar your feel? or head? or hipal or arms?)

1f youi're liotening to musle ask yaur
child to dance vith hia/her arma only,
{ur shoulders only, or legs anly, or
hipa only),

| o Chalton Child G Crate
What are all the ways you can move? a ’%mm& “Pm&’,




AUPGE ACTIVITIRa

Hept Julive the Judge,

G Bas sone activiticn Fof you akd your (BI1d 1hat he kiows
WL Belp your ohidd derone se Wide ae e Jo MWhien 1 cones fu
taking declaions,

Miltus da a chanpien decioion takos and kaovs how Ingortant {1

ba o think cavefully and 1o selgh all the vonsidesatfons, Ihe
conafderations Julius yeen are thooe same thipgs yu keep stacked
in yaur head vhien you ate naking inportant decfaione,

For exanple, 1F you'te louking for 48 apartient, you wight bo oo erned aboud bow wih,
hisu big, how pleaasnt, how safe, hov vlose, and 2o v, 1T theoe afe jouf «oholdctal Fons,
Yo natarally wil) keep them in adnd vhes making Yout rhoice,

Children alan aced help loarning 1o wake carefud decisfons==nol aluays choosing things
because they like them.but figuring out the best chaice using considerat fons,

At eehool, the reacher has alveady vsed 1his big word In Jessons with your child, so
Feel free to say the vork “conslderations™ as you try these activities, Children eajoy
a big vord nov and then, and thia fs 9 concept (hat they are leafning,

Careful declslon making is sonething we epend our vhole lives learning to do, and

ehildyen can really benefit from an carly start, Hope you and your child enjoy
Juliug's activities and become as wise as a judge.
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WHAT TO DO?
~-decisions about play-

Judge
Activity

When your child says to you,"I don't know what
to do" ask him/her "What are all the possibilites
for play." He or she might think of:
- playing with a friend - listen to music
- riding a bike - painting, etc.

Then ask,''What are the considerations?'" Some
examples might be:

- How much time do you have?

- Who else can you play with?

- What is fun to do?

What are the considerations? . - What's the weather like?, etc.

meed T add some our gwn C'mscdtraﬁms, omly have ohe
At ‘Z’:rm 1l supper”or ” hff‘y n youdo without wal::y ff:’ éa‘?;’ v

let Ytur aild do whatever actin'ty s firally chosen G5 éay as
besure B Pze constder ations 47 FY

i nerts al 137




SAFE OR DANGERQUS?
-decisions about danger-

What are the considerations?

ot : oSt Youn
ﬁhnt.'ﬂﬂhkﬁé; U??

duldren. will need
the Considerations.

Judge
Activity

Help your child see the difference between a
situation that is truly dangerous and one that is

not.

Discuss situations like the ones below and

ask your child "Is this really dangerous or not?
How do your know? What are the considerations?"

Examples:

1.

2.

3.

A boy is crossing the street and hears

two cars crashing. )

A child feels frightened when he sees a
man with a beard.

A girl is at home and smells something
strange.

A boy is walking home from school. Someone
he doesn't know stops and asks to give him
a ride.

A child feels frightened when a friend
shows her a pet hamster.

n N



IS IT FAIR?
- decisions in getting along with others-
Judge
Activity

Give your child practice in deciding what is fair
and what is not. When situations like the ones

below happen, ask your child "Is it fair or unfair?
What are the considerations?"
Examples:

) ™

1. Tim is playing ball with his friend. Tim's
sister asks if she can play too, but Tim
won't let her.

2. Michael and Ann love to play card games.

Ann says she should always go first.

3. Donald and Sue want to listen to records,

but there is only one set of headphones.

[_ Donald says they should take turns with them.

Hint: Remember that there cs o one nght ansurer/
Qs leng 4as your child heo 4, 91}& veosin. for
his 6V her™ decisin, then tts ﬂhj

12a

What are the considerations?




WHAT TO WEAR?
~-decisions about clothing-

Judge
Activity

When your child is dressing for the day let him/her
make some decisions about what to wear.

Ask your child:

"What are the considerations?"
- Is it hot or cold?
- Where are you going?
Does it fit?
Is it clean?
Does it look nice? ctc.

What are the considerations?

] ke decisims.
it : mes s h us Ts tllow children TG nd
i SM%‘? ”;Sf; jf:r %If{% rwafr He chesen oaéfft ewen tf He colors clask o

T? loks o " kttle strange. 140




WHO DOES WHAT?
~decisions about house chores-

What are the considerations?

Hint: r child may mot divide UP
he household Chores the Same
umy gt would . may need .
t5 ‘ex Dlain. Some &f Your Considerattins.

Judge
Activity

Ask your child to help decide how to best divide
up house chores. Questions you might ask are:

"What jobs need to get done?"
- washing dishes
- making beds
- picking up toys

"Who can help?"
- Mom
- Dad
- Brother
- Grancpa

"What are the considerations?"
- How strong or big do you need to be?
- Is the job a dangerous one?
- When does the job need to get done?
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